BRITAIN'S 



January 1994 £3.95 DM 20 Lire 12.000 Printed in the UK 




ED: Mortal Kombat, Genes i a, T2l*The Arcade Game, 
Bubba '■*' StiK, Microcosm plus many more! 

PREVIEWED: Universe, Cool Spot plus tons more! 
TIPPED: Body Blows Galactic. Soccer Kid and Jurassic Park, 
plus the complete Hook solution and lots more besides! 




This Winter's hottest game. 
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Hot on the heels of 

one monster hit 

comes another. .. 

If you thought the Jurassic 

dinosaurs had bfte, just wait 'til you 

clamp on your skis, arid tackle the 

biggest blackest slopes on 

the mountain. 







MP 

as 




W 


^/0f" ^* """ 






k * 






,_l ^ „^ 


**«-*w 



■ AVAILABL 



SEGA MEGA DRIVE, 
MASTER SYSTEM, GAME GEAR, 
NINTENDO S.NES, AMIGA. PC 
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Winter Olympics is the most heart- 
pounding, knee-trembling sports sim 
you've ever had the courage to face. 

And it's going to wipe out everything in its path. 

You're up against the world's greatest winter sportsmen in a race 

of mammoth speeds. Competing in ten spectacular snow-capped 

events, you'll need every last ounce of strength, skill and staying 

power to beat the rest and tame the piste. 
Breathe deep. .muster your reserves... focus yourself ... 

then GO GO GO FOR GOLD ! 
Just remember one"thing: never look back. 
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here's been a air 
of real excitement 
in the office this 
month. For a start it's 
nearly Christmas, which 
always gets us going r and 
then I returned to The 
One after completing 
work on my top-secret 
project (I'd like to tell you what it was but if I 
did I would have to kill you , and frankly The One 
needs all the readers it can get), which resulted 
in much joy and jubilation from the team - in fact, 
so far Simon has only told me to "Shut up, fatso" 
twice. We're all so close, you know. And do you 
know what? J think this party atmosphere has 
flowed over into this issue of the magazine. And 
being the season of giving, we've even got a spe- 
cial Chrissy present for you - Galactic: The Xmas 
Remix, a complete game by Stavros Fa sou I as. 
Hope you enjoy it! Anyway, have a good 'un, and 
we'll see you all again next years. Cheers! 

DAVID UPCHURCH, 




4 CONTENTS 

this month we reveal the hot features you can 
expect to find in this issue and on what pages you 
can find them. 

6 BOOT SECTOR 

This month we reveal exactly what demos are on the 
coverdisks and how to play them 

1 3 NEWS 

This month we reveal all the latest developments in 
the Amiga games scene and tell you what effect 
they'll have on you, the reader. 

20 LETTERS 

This month we think of one joke and re-use it over 
and over and over again. 

22 WIN £1000! (worth of software) 

You can win over £1000 worth of games in this 
fabby Hit Squad competition. But be warned: this is 
no ordinary competition. 

27 ONE ON ONE 

The team behind last month's stunning Liberation 
reveal exactly how they managed to come up with 
such a tip-top piece of software, 

31 WORK IN PROGRESS 

The on-going Heimdall 2 saga continues in earnest, 
Virgin's groovy platformer makes its first appearance, 
Core's next graphic adventure is introduced to an 
expectant crowd... just the usual stuff you'd expect 
from the most informative previews section around. 

% 46 INTO THE CRYSTAL BALL 

We've spent ages ringing up the majority of 
fc software publishers and asking them what 
they plan to release over the next twelve 
months. But because many of them 
didn't have any concrete plans we 
had to make most of it up. 
Sorry. 



MORTAL 
KOArtBAT, ...54 

Virgin and Probe have 
teamed up to bring us 
one of the best arcade 
conversions for a long, 

long time. Find out 
exactly how great it is 

with our four- page 
review 







GAMES FEATURED IN THIS ISSUE 
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BUBBA *N' 

sTllli.. 1 .i. 1 .,o* 

Quite possibly the slickest game 
ever to come out of Core's soft- 
ware stables. Run, jump and skip 
your way to out massive review. 



S3 REVIEWS 

The ultra- violent Mortal Kombat makes a welcome appearance along with Fury 
of the Furries, the surprise hit of the month. On top of these, you'll find Gene- 
sia, T2; The Arcade Came, Lamborghini, Microcos „ oh, just take a look for 
yourself, why dontcha? 

90 WIN A MORTAL KOMBAT T-SHIRT! 

Virgin Interactive Entertainment are so chuffed with how well the Mortal Kom- 
bat conversion turned out that they've decided to offer you the chance to win a 
copy for free, along with a special Mortal Kombat T-shirt. Are they great, or 
what? 



93 REPLAYS 

The new games from last year are just about to 
appear on budget so you can either flick through 
our last Christmas issue or read this bit. It's up 
to you, really. 

98 KILL ZONE 

You really wouldn't believe what tips 
we managed to cobble together 
just as the issue was going to press, 
so why not turn to page 98 immedi- 
ately and find out? Hint: rearrange the 
words 'Soccer'. 'Park', Jurassic', 'Body', 'Kid', 
and Blows' and you'll have some idea. 

115 PDZONE 

Christmas is the time for giving, but if you 

give away Public Domain software then you'll have 

more money to spend on yourself. Brilliant, eh? 




INTO THE 
CRYSTAL 
BALL... 46 

Wondering 
exactly what 
games you'll 
be playing 
over the next 
twelve 
months? 
Then wonder 
no more - the 
biggest round- 
up of 1994s 
games can 
be found here. 



120 BACK ISSUES 

Is your collection of The One not quite complete? No problem - we've got loads 
of oJd issues we're willing to flog off. 

123 WHERE ARE YOU COMMODORE? 

David Pleasance, Commodore UK's joint Managing Director, has a end-of-year 
chat with The One and outlines his plans for '94. 

126 RECOMMENDED SPECIAL 

We were going to compile a collective Top Ten of Amiga games from the past 
year, but we couldn't reach an acceptable compromise. Which is why each 
member of The One team has listed his favourite games from '93. 

130 NEXT MONTH 

The usual crap. Only with David Upchurch instead of that four-eyed git. 
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GALACTIC 

Stavros Fasoulas 
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If I was to say 'HO HO HO! \ I think 
you'd know where I was coming 
from [and I don't mean live from 
Norwich). Yep, it's Chrimbo time and 
if there's one thing we love to do at 
this time of year (apart from play 
drinking games) it's bestowing gifts 
upon our beloved readers. Well, now 
is the time to sit under the tree with 
your eyes closed and your hands 
open, because Uncle Upchurch is 
reaching into his shopping bag., 
pushing aside all those 'special inter- 
est' magazines that he collects, and 
pulling out something very sparkly - 
and very FREE I Whatever could it be? 
Well,.,, 

About a year and a half ago (in the 
June issue I'm reliably informed by 
Simon 'Wealth Of Crap Knowledge' 
Byron), you may remember that we 
had a coverdisk demo of a game by 
Stavros Fasoulas that went by the 
name of Galactic. It was incredibly 
strange and incredibly good, and 
everyone was incredibly excited at 
the time- We've had a lot of calls 
since then from anxious readers beg- 




ging for details of the game's 
release, but sadly it never appeared... 
(Times passes.) 

Here we are, teetering on the 
edge of 1993 and about to tumble 
headfirst into 1994, bearing some 
good news: You are a winner! Yes, 
just by being a reader of The One, 
you have in your possession the full 
version of Galactic: The Xmas Edi- 
tion. 

Now things get a bit surreal here, 
so we'll take this chunk by chunk, 
direct from the author himself 

BASIC RULES 

It's Christmas Eve and Santa is hav- 
ing a horrible dream in which the 
creatures from his deck of playing 
cards have assumed a life of their 
own and are running riot through- 
out his large castle. Unfortunately, 
being a caring 90s fellow, Santa 
has decided that he can't wake up 
until all the cards have been safely 
captured- Then and only then will 
he be able to leap into his sleigh 
and deliver presents to the sleeping 
kiddies. 

So, you see, it's an important 
task and no mistake. But what does 
it matter to you? You're just a hum- 
ble reader, aren't you? Well, you 
may have been once but now 
youTe Santa. How do you feel 
now? 

To trap the creatures Santa must 
run around the castle chucking 
cards at them (by pressing fire). 




Once hit, these creatures revert to 
playing cards and begin to fall 
towards the floor where they turn 
into collectible bonuses, If, howev- 
er, you manage to catch them 
before they hit the floor then one 
of your two energy bars will be 
increased, depending on the colour 
of the card. 

Two energy bars? Yes - Santa 
has developed the uncanny ability 
to change suits (either pink or yel- 
low), and the corresponding bars 



at the top of the screen indicate 
the health for both suits, The bar 
representing Santa's current colour 
will deplete during play, so make 
sure tbat you swap between suits 
(by wandering into the miniature 
blue Santa) or collect the cards 
before they hit the floor. The game 
ends when the currently-controlled 
Santa's energy bar reaches zero. 

When two creatures of different 
colour hit into each other they'll 
become trapped in crystal balls - 



Move up/Jump/Qirect rapid fir* 



Throw card/ 
Hold down 
while stationary 
for -rapid fire. 



Move left/ 
Direct 

rapid fire 




Move right/ 
Direct rapid 
fir* 



Move down.'Oirett rapid fire 



BOOT SEC TO 



'So here it is, Merry Christmas, everybody's having fun'. Well I'm bloody not! I'm far 
too busy to even remember what fun is. But that won't stop me from showing you 
around this months bumper Boot Sector. Glass of sherry, anyone? 




DISK A 

GALACTIC 




EMPTYING YOUR STOCKING 

1. With a mince pie in one hand, take the desired disk 
from its wrapper and place it in your festive disk drive. 

2. Looking out for Santa, turn on your Amiga 




DISK B 

ZOQL 2 

(f| | BEETLE {A1200 only) 

3. With a glow in your heart at the joy brought to 
children world wide at this time of year, use the function 
keys to select the demo you want to play. 

4. Have a bloody good Christmas. 



these need to be collected to 
release the creatures again. If a 
crystal ball hits the floor then it will 
turn into a toy and the opportunity 
to kill it and collect extra energy 
will be long gone. Once you've 
cleared a castle of all creatures 
then you'll have a few seconds to 
jweep the floor clean of goodies (if 
you manage to do this within the 
time limit then you'll be awarded a 
huge bonus) and then it will be on 
to the next level. 

There are a number of bonuses 
and power-ups to collect through- 
out each level which are as follows: 

* Toys increase your extra play 
time, which is given at the end of 
each castle. 

• Bubble gum, drinks, ke cream, 
coins and musical instruments all 
cause various different effects ■ 
you'll have to experiment to see 
what though! 

• The warp feature cart be used by 
the more advanced players to enter 
higher level castles faster. To warp, 
the Santa must trap all of the 
escaped creatures in the cards, This 
is only possible if no crystals or 
cards are allowed to fall onto the 
floor (since that would turn them 
into a toy and the creature inside 
would be lost}. 

BONUS SCREENS 

There are also a number of bonus 
screens which appear every so often. 
These are as follows: 
■ Santa will be taken to a bonus 
arena once in a while where he must 
defend himself against the jokers. 
Jokers disappear mysteriously if you 
try to trap them in playing cards, so 
extra energy won't be available at all 
during these screens. 

* During The Love Chase, Santa gains 



points by managing to avoid the: 
amorous attentions of the love-hun- j 
gry women for as long as possible, j 

ADVANCED TOPICS 

Just to keep you on your toes, there ; 
are a few additional things that pop j 
up on later levels. Here's what they 
do and when they do them: 

• The glass bricks are introduced in 
castle thirteen, 

• A glass brick doesn't release any- 
thing when shot. 

• Glass bricks destroy any object that 
falls on them. 

• If a crystal drops on a glass brick, a 
new creature will be born to replace 
the lost one (this creature will be one 
level higher than the previous one}. 
Also the empty crystal ball can be re- 
released by hitting any of the 
coloured bricks. 

■ When an empty crystal ball falls on 
a coloured brick it transforms it into 
a glass brick. 

THE PAINT GAME 

Every castle that has glass bricks also 
has paintbrushes. A certain paint pat- 
tern is introduced at the beginning 
of each castle and to gain a huge 
bonus score try to paint the whole of 
the toy floor to repeat the wanted 
pattern. To colour a brick, just 
bounce the brush on it. Only one 
brush can be picked up at a time, A 
brush is dropped by pressing fire 
(note that if the Santa is too close to 
the toy floor he will pick up the same 
brush immediately after dropping it). 

ER, THAT'S IT 

I know it all seems a bit complicated 
but, once you get going, it'll all make 
sense - I did say that things were 
going to get a bit surreal didn't 17 

THANKS MATE! 

We'd like to thank Stavros 
Fasoulas for allowing us to give 
away this specially-treated 
vantan. Please note: Stavros 
Fasoulas still holds the world-wide 
publishing rights and, as such, it is 
illegal to duplicate Galactic The 
Xmas Remix. 



ZOOL2 

Gremlin 





What can I say? He's back and he's 
beautiful! A quick glance at our two 
page review of Zool 2 will leave you 
with no doubts about his greatness, 
but just in case you do need further 
convincing, load up this stonking 
demo, 

Yes, we are the lads to come to if 
you're looking for a full level of Zool 
2 - and that's official! Here's your 
chance to sample first-hand the 
game that's already being described 
as 'a platform game,' 

The aim of this level is about as 
simple as they come - collect 99% of 
the collectible toys, and then make 
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your way to the exit. An indicator in 
the bottom left of the screen will 
give you a hint as to the general 
direction of the exit, while the adja- 
cent counter will show exactly what 
percentage of toys you've collected 
so far. 

There are a num- 
ber of baddies across 
the level that will do 
their best to drain 
your energy, and 
eventually take one 
of your lives - but all 
is not lost. Some bad- 
dies will release ener- 
gy hearts when 
killed, and there 
are also a num- 
ber of Chuppa 




o 



OOT SECTOR 




Chups signs which, when smashed, 
will release energy icons. The Chup- 
pa Chups signs may also release spe- 
cial icons which may reward you 
with anything from a shadow clone, 
to special shields, etc, Oh, just exper- 
iment and you'll see! 

Also, be on the look out for any 
hidden rooms lurking behind false 
walls {there are enough of them) as 
they contain some of the loveliest 
gifts since, well,.,, these demo disks 
really. 



If you jump and hold down fire, 
you'll go into a spinning attack 
which, apart from killing all known 
germs dead, is good for bashing 
through weak platforms and areas 
of the floor, although Zool can break 
through platforms from below. 

Look, if you've got any doubts, 
have a read of the review on page 62 
and I'm sure that it'll ail become 
clear. Right, I've finished talking - 
you can all go and have some fun 
now. 



Jump/Climb 



Shoot/ % 

Hold tar power- % 
up shot.'hofld 
when jumping 
for sword spin 



Run/ 
Jump left 
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Run/ 
Jump right 



Duck/Slid* when running 








Shareware 

Hey! Got an A1200? Feeling lonely 
and unsatisfied? Well stop your 
weeping because we're here to 
sooth your troubled mind with a 
stunning piece of shareware. 

If you've already flicked through 
this mag {which I'm sure you did 
about eight times in WH Smith 
before buying it and taking it home 
to meet your parents), you may have 
been strangely drawn to the well 
written and highly informative sec- 
tion known simply as 'PD Zone' Just 
in case you haven't read it yet (well 
it's possible, I suppose] you'll find 
the highest ever scoring PD game in 
there, going by the name of Beetle. 
And guess what - we've got a demo 
of it for you. 

I'm working on the assumption 
that you've just flicked forward to PD 
Zone and now know more about 
Beetle than me, so I'll avoid telling 
you the same thing over again, but 
suffice to say that this demo includes 
a decent chunk of the total levels, 
not to mention one of the sub- 
games. 

Make full use of the options to 
choose the speed, sounds and levels 
you want, and then get into some 
serious grub collecting and baddie 
bashing as you try to work your way 
op the garden wall. 

At the beginning of each level 

you'll see a tiny fruit machine going 

found, and should you get three in a 

row, you'll be treated to extra 

points, lives, or a sub-game. 

We're also lucky enough to 
be able to bring you a level edi- 
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tor in this package, so once you've 
completed all the screens in this 
demo (if you ever do) you can still 
enjoy your own customised levels. 
The editor is fairly instinctive, but 
has instructions included anyway 
(just in case you're not a very instinc- 
tive person, I guess). 

I'm sure you'll agree that this Is 
one of the best bits of PD that we've 
ever managed to bring you, and just 
remember that this is Shareware so 
send your dosh off and enjoy the full 
version complete with all the levels 
and sub-games. You won't be dis- 
appointed, believe me. Oh yeah, and 
don't be surprised if you find your- 
self humming the tune for about a 
week - we had to sedate David just 
to shut him up 



MY CRACKER 
DIDN'T GO OFF! 

Oue to the large number of 
disks we duplicate, some may 
not 

go bang [i.e. work), and some 
of the jokes aren't very funny 
either. We're very sorry if you've 
got one of these, but don't 
despair - help is at hand. What- 
ever you do DON'T SEND THEM 
TO OS! Instead, send them to 
this address with a SAE for 28p: 
The One Coverdisk Returns, 
PC Wise, 

Dowlais Top Business Park, 
Dowlais, Merthyr Tydfil, 
Mid Glamorgan CF48 2YY, 
Once you've done this you can 
stare up the chimney and wait 
for your replacement cracker to 
arrive. If you think that you can 
solve your problems down the 
phone, call the PC Wise helpline 
on (06B5) 3 5050b between 
10:30am and 12:30pm on week- 
days, Just in case you're really 
stupid, I'm cleverly substituting 
the word 'cracker' for the word 
'disk'. Well done to those of you 
that spotted it first time round. 



The Small Print Bit 

1 . Whilst we here at The One make 
every effort to check the disks for 
all known viruses, we can accept 
no responsibility for damage 
caused by viruses which may have 
escaped our attention. 

2. The One and its retailers are not 
liable for any unnotified changes 
to the contents of the coverdi^ks 
which may occur. 
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**The scrolling, 
animation and colour 
are all of a high 
standard, but it's the 
play that wins the day. 
This is particularly true 
of the two-player 
version, but even for 
one player, the action 
is tough and just keeps 
on going... War Zone 
is an excellent arcadey 
shoot em up, *• 
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NICEL NAIWELL S WORLD 

CHAMF SHIP |A|2Q0 VEHBICINh l*|9 



ADDAMS FAMllY. I U£G| 
ADVANTAGE TCNNIS, NO' 2' 

AIR BUCKS 

I* FQACE COMMANOEPm MEC| 

AlB SUPPORT .... 

AIR. LiVDlsf A 

1MB ATTACH SUB INBY SOS 

hb int-ehc.fi> fan-: rwnisi 

JIRBUCKSlJ lAIJOa VEftKirwi 
ALIEM1 .. 

6LIEN 9RFEQ ;5FEClAL£UnoNr.'NEG| ; i IB 
AUENBHCiDIM VE01 1 » « 

ALJ«N BREED 2 fA1l» VERSION . „ 1[55 
AMBlHSTAR ,A49 

AiWWB ' tM 

ANOTHEH WORLD 'is |g 



*■» 

.17 49 
11.49 
'9 49 

17 15 



±I4« 

n.w 



■ tCLkOOFKYAANPAlNQIlnlMEGl 23 44 NIPPON SAFE! "i 



Sll-vt DAV'S SNOOKER 
STORM HASTE B 
STREETFfGHTIR I 

STRIKER |TH(lSl 

STUfcT CAB RACER (ND/I3L. 

super cab* ino la , ■ ,. 

HUPEH CABS UNOPJ ........ 

WWHlMl'MFf;. 

Sl."(HHANGO>; 

SU"ER HERD.. 

SUPER SPACE P.VADEHB , 

SUPER T ETRli 

SWITCHBLADE ErNCi, 

SrtlYlNOPl ,,„ 

STNIJACATE n Mr i ; 

T2|CQINOP| |r MEGh 

THBaHATOB 1 . 

TFX.;Ali(c.uEHBION| .. . . 

THE BUrtiT-EGPEvn H[«| . 



!•■■« 
.1*.4B 

.. 19.3a 

,. ..B.B8 

T.tt 

7M 

1«jH 

r.tt 

■ 19 95 
9 49 

B.-n 

,-JMt 

...JJ*t 
^; i? 
H.4B 

.20.99 

..22.99 
.19.99 



AfcrlGA UTILITY 

JC CONSTRUCTIOH HT 

iWrrh FREE TUTORIAL VIDEOl 11J» 

AMQ2 if.AMLS CHEATOfl) ... » 4A 

AHQS Easy 



LANTASTIC WaBLOE 

IFEALUS, PBATIE. MBQA LOMANU. 

PQPULOWS. WDNDEHLAmui 

|1 MECIIIW12I jr,|B 

FIBSTDlVJBIO«HAr|AGIEH' T ga 

•MtTtMWRAI - HOALfi WASI4 INUUHS'SS 
H AMES OF FREEOOM (MIDrtlNTen z,1 B H 

i|A&MBACK(l MEGI H *t 

"30T-BALLER 6* THE YEAH i fhlo'l JV -b'» 



0.PIDTA 

APOCALTfrJC il MEB) . . 

ARABlAM NltlHTS . 

ARCHfH MACLEAN 5 POOL 

ARRANt' 3 2 

ASgUSBH (1 Mfi; 

4S5AS5inRfMlli' 

6A.T1 .. 

BITFLVINe^nRTFrESSil MEGi 

BATUAM RETURNS _ ' 

HArMANTlEMl'lvIL 

BATTLE ISLEn .. .. 

BATTLE Of BRITAIN jl 



fi-.. 
MM 
.JJ49 
1*49 
..T.H 
12.49 
d.9a 

am 

1J.4-S 
1«.44 
..7J» 

■rll 

IB 



FOHBULA 1 IJBAND PRI* 
FUTURE WARS. (HOI 2| 

DS|I MEO 

QAUNTLtr 2 
QEARHCffliS 
GEPIESIA.'! MEC| 
OtOULS hi' QHGtF* 
fi»0BDULE. 
GOAL 



799 
2099 
20 44 

1T.4S 
.29.49 
.14.44 
. I4.4B 
,!.« 
1T.« 
If 99 
19 4» 



19.99 
1T.«* 
1*4* 
9 49' 

H 49 
..1B.49 



FJEACH VOlLETlfiOlJi 

BENEATH THE STEEL SKT (1 MEQ| 

BENE t ACTOR (1 UECl 

fill! $ TOMATO CAME 

Hi AUEOf DENTIN v | MEG| 

BLAETARll MlGI 

BLOB 11 MEC) 

SLUES BBOTHE1-S 

BOB'ltMIDH 

BOOT »LOW5|iME6i 

Bp*T BLOWS |A:3lwV €H sior(, 

BllOV BLOWS OAL AGTC |1 MEfi- IT 49 

BOOT BLOW! C«L line lA-™ VFASOU! IB 99 

*R)WM THE J.HJN 1 J B9 

M1BSA * STIA 

■JURMhGHUFlBEn: 

BUHNIRG HUBBER i'A1 »« V[ PfSIONl' 

CADAVFfliNOIJ; 

CAESAH n UEGM'NOiai 

HHH DELUXE 

CAMPAKiN (1 Uf&l 

<;*>4PAIG!S 2 |l MEG1 22 99 

CANNON FOtMJER f1 UECl " 29« 

CAHDiACS t A 

CELTIC LUCjENOB ,» + a 

CHAMPIONEMP MANAGER 99 

IJPlfclTE 3.SKII MEG> 9 49 

■;H4MPIDN3rtpMiNAGEFt9i.iM ,| «Eai '7 9u 

C*MDS ENCUJE ,Tm 

CHAOS FNC*« |A12ft) VlRSItwi , .. 1|« 
CHUCK ROCKHI UfCl 
CIVILISATION |I MEUl 
CIVILISATION |AliP(l VERSION; 
COMBAT AlH PATROL 

combat classics 

(FI5 5TRmi tAGLE 2, fl*M ATTACK SUB, 
• EAMVANKBtKIBBEQKNCUD ,.» 

COOL SPOT 

COOL WIJRLDM MEG i 

CORPORATION- _ 

eOflBUPTlOV TM.'SCnoLLS: 

C*ltFERS 

CRUISE FOR A CORPSE 
CATSTAL KINC&Om DIZZY 
CtBERFUNpC . 
ClfSERBPACE 11 MEO) .. .. 

DARItME*«l-MEO> 

DARKSEFn-:! MEG| 

DENNIS 

DENNIS (A 1 205 VEBS40NI " 
OEWRT 5TRI*E |1 M|<S;. .... 
EBO' 



114» 

1MI 

..1TM 

799 

.1E.A9 

2D.49 

...79* 

. 2D.49 

GOBLIUMSJ „ ' ■ "-^tn 

ODL.F WORLD CLASS LFABERBOARD h 99 
GRAHAM MOOCH DATA t»SK 
GRRHAMSOOCH WOBLD 
Cl Ass CRiCnETil U£Gl 
U«AMA>4TAvlORE 

s-^ccEfl .w*f,aaEn(i m&i 

DRAND Phik CIRCUfT . 
•";|JN;-.HIP2|H1S.'1 UF0| 
HtAD OVER HEELS 
HtROQUEST. CtAFA DtSK I.^IJI 
HERDCHIEST2 ■ 

THE LEflACv OFSORASIL I'l MED) 
HILLS;TBLETB:LUES|r«)l2-| 
HHCDSUNGn MEO; 

HlSTORTLINE 1914-mi MEG| 

»<>'■ I. *WODD COLLECTION 
lOOBOCOP GH0STEU5TEHFJJ. 
INDIANA JONES ACTION. BA'MAN T 

HEMOVlElfJ.S^NC*t 

HOOK . 
MOM*** 2 || MEO! 



19.99 
■ 4 •)!' 

11.49 

._...!.« 
-...1*«t 

,. J 99 
. 1 99 
. 20A9 
.. .20.19 
. .18.99 
...11,*t 



WLJMANS DATA mSAHNblH":" l B ij 



.. .7.1 
. .. 7*9- 
...11.49 



HUNTER ,h01l| 

IK* 

IMvoRTALi'NOrjl . 
INDIANA JONES 2 ACTION 

(PATE OF ATLANTIS' -; .nj 

■f,DA><A JONES ACTION 5« 

PNm*NLA JONES ADVENTURE 11 4-5 

INDIANA JOVE3 FATe Or ATLANTIS 
Au.l-slUREil UECi jiij 

INNLKJENTII WFfii j; M 

INTEHNATIOAlAL RUGBY CHALLENGE 799 

16HAR2. LFOlONSOFCHAflSn UEGnB « 

■SHARa-LiGlONEOFCHAOS. 

(AHapVlRSIDNl... .0 55 

IT CAME FHOtt THE OtSEHT PLUS 

ANT MEADS DATA OISH.I HEOl ..MM 



10/49 
.23.49 

.16.49 
..».4t 



DIS.PCSABLE NEI 

llliZY PANKt. 

DIZZY PfhNtt TOLKFOL .. 

LXZZV 5 tilCELLENT ADVENTURE 

OOCFlCHTllMEO) 

CONK..; I HEG| . 

lll>yDLEBUa 

MHACULA il WfG) 

DREAM LANOS 

(THANSARTlCA. 5TOB9* MASTER 

IBHAHH1MEG) ig Bg 

DREAMWEB i- MECl 3j ss 

DUHf ;i MEG,| . igXi 



»49 
■ ■ 1T»B 
199 
....T.4B 
IB. 49 
.11.9* 
,1349 
■1M* 

..30>l« 
Jl 49 
IB.AB 
19.49 
1944 

. 16*9 
..S,H 
,7.BS 
IE.4P 
22.99 
1B.4t 
11.4* 
»44 



JACK NIC KLAllS GOLF 
JAGUAR IIJJTOI-IWEQ) ., 
.A«ES POND .. . 

JlMMY 1THITES 5NOQKEH 

JINXTER :M.'KR0Ll*t 
JOWMWJTJOEN'S^.SI FOOTBALL 
JUHASGKPARKUMEUr . .. 
JURASSIC PARK |AI2D0'vEBSP0Nv' 
KEIOIUTOPIAZKIMEQ) 
K.EVIN KEJUANB PLAYER 
VANAGFti . I UEGl - 

KGB ... 

kick orp 2 |l MEOnwaiJI 
KINGMAKER |t MEO) ■ 
KINGS CHIEETI.. . 
KINGS QUEST 4n HEGl • 
KNKSHTS OF THi SKY 41 HEGl 



One step be tond > i megi 

OFEHATLDH JltjLLTH |ND1TI 
OPERATION WOLF.NOlJl 

OUEBORlYE 11 MEO 

PANi; 

PANZA KICK BCjUNUiNoili '.'. '.'. 

PAftASOL STARS 

patrician <1 ueoi 

PEHIHELIDNnMM) 

PCrA. TOUR C'jl F . COURSES 

PGA TOUR COLF COURSE UISK 

PINBALL COUBLE PACK 

[RIMUt DREAWS t FAVT4 MSI |l IE<]!Il<| 

PUBAAL OHEAklS |1 ME4)|. ij.lj 

PINBALL FANTASIES . . it IB 

«RATiS(NOP;. . ,0 1* 

PITPWHTER .. Tj| 

POOLS OF OJBKIWSS. ., s« 

FOPJLQUS«Pqo«A-SEDLAV05iN012| 1&49 
POPULOUS 4 E-K* CITV .. 17 It 

13.99 POPUHOUSI.-I MEQ|. 

CHALLENGE DATA Q|$K S3 49 

1*.4i PC-tULOUEZCnALLtNGE 

C-A»AOt9Kf1MM) |Z4» 

'149 POWER 1*9 

.8.49 ICHASF H a. TUHHICAK TOUT 
"■» *LTf BED BEAST. RAINBOW IBLANOSm 49 
...?.*• PRCMIER MANAGES (1 NEHi . BBS 

PRfJIiEH MANAO LH 2 I ■ MECi 1 6 *9 

PHEVEREll MEGI .. .. 11.91 

PHIMEMt>u t R 1rH 

PRINCE OP PERSIA |l M($| |gg 

PROTINNISTOUH2 i]ig 

PROjtCT » ISPEC1AL E0ITIONH1 MEGI m 4B 
Pl|ftGST,-1 UEC. , 
"USHOVER |1 titty 

Quest 1 glory ieuloodwvcn 

. 9 99 MIDWrhTEIt C# CAVER, BATn«0|2| 
■1.49 D4JESTRl>N?;rsSi:i?VOl2 l 
IB. 99 OWAH. 

RTtPCiNDIBI,. . "1 

RAlLR0A3TT-COON|lMEQ; 

«a*»0w coll ec? <1n 

(Bubble bobblj-. rainbow islands 

NLWZEA^AhlD S-:w-|i«|OPi 

RALLTflMEC. ; 

HAVING MAD 

{MEQA TWINS JAMES *CNO 2 ■ 

ROBlXOD. RODLANP. .. 

REACH TOR THE SJUIS 

'I <:< ^AISQEPOLJimSlI 

ROAD RASH 

RDBW HOOOLEGENO QUEST '799 

HOBOCOOAEG I^IKBVEIWIOJIJ 1*.4t 

HOflOCOPZ fbj 

R0B0COP3(NOl2) in 49 

•OLUMQ ROWlVirtOlZI 949 

■ ■ i49 ROHKES DRIFT 
* 11 RU-ES OF ENGAGEMENT J , 

, I.4B HYDERCOR 

..IE.B9 RYDER CUP |A>2L» VERtBNj 

.. *m 9jujre team.. . 
.174* scrabble i'usgoltti 

Second samubam i meci 



1999 

9 49 
,22.49 
.22.99 



2D. 49 
. IT.« 

1J4» 
•I'l 
999 
,T.B9 
14.49 



11 IB 
20*9 
.7.99 

17*9 



.17** 

. 1*4) 

1*49 

1999 
20 13 

,..94* 
2349 
1149 

.22.99 
S2.99 



PjH 

(33 
1*39 
?•] 49 
•>.4B 
12.49 

It* 
1144 



KRU5TYS SUPER FUN HOuSt -hju 

LAST MUJA 2 INCH 2| 

LEGEND I OpBLD OFtEGtHDl 

LEGENDS (HRISALISl [1 MEG| 

LEGENDS OF VALOUR rl UEGl 

LEISLlAt Sun LAHHT l'.| UEGl 

H.EMMING5 

I tMMINGS DATA Cmsk" OM«0iV 

ii wm i 

J-K2? ■™"H«J-ENMC# GOLFl'lMESl'lVw 

LIUHntART , 17*9 

LOMiAROHAC RALLY JJJD 

<■ OBO OF THE RINGS " it'id 

LOST VIKIMQS ij'm 

LOTUS 9 ■ THE PINAL 

CHAL.Eldt fl MEGHNQlI) ^ n 

LOTUS TUBBi). CHALLEAKSI: Z (NO 1 2> .. » jg 
LUHE OF Ike TEMPTRESS |l MEQI .13 49 
IH TANK, PLATOON |l MEG|... . 

mack; boy .. "ir'n 



. . B.99 
...21 .4* 
... 1*44 
... K4B 
1 ,.II.M 
...IS.4B 
. .20.49 
SECRET OF U&MK.EY ISLAND ,-l MEGl I 2 99 
SECRET OF h:.1»<EYI5lAn:: 2 1 UE5l 14 49 
SESSIBLESOCCEH-l-ti/u-lil 4SON| 1149 
5H4KWCU T.IEBEAi^JiAIThTSHHTl 11 19 
SHADOW OF r-E BEAST i po gg 

3HAIXIWLAND5 . u in 

3HAc:oWCiRL0S -NII12I BR9 

*HUTTLE(1 UEGl nji, 

SILENT EEHVICE 3 ,1 UEGmNOP" 144* 

SlUCITT OELUAE .SJM dTY', FLJTuiw 
CITIES i. TEfiftAIN EDITOR, . 22 99 

SIM LIFE lAlJOO VERSIDMj 22 99 

SIMO*l THFSORCEHER I I UEGl 22 <t 

3JM0h THI- SCREEREB 1 A1V« ^ER5ID-*LM4t 

SLEEPWALKEH u« 

SOCCIRKID ,;« 

SOCCER KID ito 200 VEHSONl 19 49 

SOUP THEK|THE SEARCH FDR STOtKI 19 99 
SPADECRIJSADE ♦ DATA DISK IN01M14 4* 

SPACE M1PLK 1,2 99 

SPECIAL FORCES il UEG| .. a js 

SPEtOBALLl- . t|| 

Spihi-'OF ElCALIBUH |l MEGl iROPl'i.tUB 

:j°OPTSUART*fl& 

|PGA GOLF IDtJTf 500, ADVANTAGE 

I LiBBi, European chaupioaships 

■992|i'MEG'i.;NOI2> ]g« 
STAR Tn EK - 2STH AHPAVER5AJTV 

lAlJOO VERSION 1 ; ? n 

STAHDUST . « 4i , 



THE LOST TREASURES GPBWOCOt* r 

i2u classic infocou tut 

A0VJhTURES;rN0l2| lttw 

the settlers ? ji B 

THEATHEOFOfATf! jgil 

THUNDERnAn^ gu 

TTTUSTHEPO* 9t( 

TOHNACK>(l UEGl . . "21 A* 

TRANlSABeTICA ! 19 » 

TR0J4N.ALIEi,:UO«TpNAZERGAMEl 7 4? 
TRCMAN : TflEH ASSAULT 
(LIGHT RhAJER GAME) Uf 

'HUJAN FJRESTAR 

tLIGHT PHAZEH GAUE1 T 19 

TROJAN • THE (NFORCEH 
IUOHTPHA2FRGAMEI . „ 74* 

TUHRICAN tm 

TURHiCAn 2 ■ 7 „ 

TUHBiGaN31I MEO| 17H 

TV SPOHTS FOOTBALL INO IZl 0*9 

ULTIMA 6iNOl2| . nu 

URIDIUM!,:! MFtJl. „ w 

UTOPIA * DATA DISK 1 1 99 

VIKIS-LS ■ FIELD OF CONOUF3,T|-l MEGl 11.40 

VROQMlNOlfl ,149 

ifVALKLR . . '9 99 

WAR IN THE Cut I |n« 

WARZONE- ' BSS 

WHEELS OP 'IRE 

IHARuORtYIN 1 . POWJRuBlPT. 

CHAM H O -URB0 G.UTHUN:r*l012| 1149 

HHENrWDWOflLlSsWAR;! MEGl 21 49 

WING COMWAMOEH I H MEO'! B 99 

WIZ 'N- LI2 Htt 

WIZKID ,_ um 

WDNDEHflUG 14 « 

WOOOVS WOULD ... 17JA 

WWF WRESTUHQ IN01ZI .'. 4 jfl 

^wrwRESTLIfeQ},;, UEGl • : jg 

(EN0N2MEGABLAST |i« 

XMASLEMMINU |j t4 

YD JOE! 209* 

2AK MCKRACKEN {M011I . ' H)'44 

IOOLmMeG) . 1049 

ZQOL IA1JO0 VERSION 1 . 1J 49 

ZOOLII, MEG|... . , ..(lit 

ApWGAEDUATIONAL 

AL« ENGLISH I , l-lj TRSl 1 5 99 

ADI FRENCH I ij-1]YHE.i 1995 

ADIFHENCH|I3>4 YRSl . . 15*9 

4DI. I.'NMIH COUNTING ,<i-.rvHS| 1449 

ADI jUII'KJH READINO I J-J TRS| 14 It 

AajUPPOHHEAOiNCn.7YHB| |Mt 

AClMATMSpi.ijTBSI 15 99 

AD1MATH-S |i2-"3 VRSi IE 99 

ADIMATHS |13>4 YRSi . . |E9* 
AMOS FA Sv {FIRST STEP* TO 

BffOCRAAiMING I .. . »4A 

fun school i bin mi 

FUNECHOOLlrA-BL 

'UN school jjz-5™at ... . 

FUM SCHOOL aiS7TH3| 
FDW SCHOOL 3|7* YHSl 
FUN SCHOOL 4|2-S YRSI 

fun school 4 is-TYRtj . 

FUN SCHOOL 4 (I* Mttl 

pun school special ■ 

MEHLINS « ATHS [7-1 1 TRS> 

rut SCHOOL SPECIAL ■ 
P4INT N CREATE 
EDUCATIONAL ARTli. YB|| . 
FUN SCHOOL SPECIAL - 
5PELLINOFAIR|7.>3 YBJl 
Wf GA MATI«5 lA LEVEL COUFSEI 

UICRG ENGLISH 

MICRO FRENCH 

MICRO GERMAN 

MICRO MATHS 

M»CRO SCIENCE. Ill MEC. 

UlCRO SPANISH II MEGl 

AJODDY-S (JIG. ADVENTURE |P0LiOW 

UP TC UODDVS RLAVTiMEJ 

NOODT S PLAYTIUE 

I'. DUCATONAl PROGRAM FOR 

CHILDREN AGED 3*K1 MEG 1 17 4* 



(FMiST STEPS TO PROGRAMMING) ...»,4i 
AMOb PROFESSIONAL 
iP»OFE5SIONAL VFN5I0N OF WORLD* 
■ EST EELLINO OJUXES E REATORt 
MORE COMMANDS. MOHE FLEiAiJLJTY 
AND BETTf R USER INTERFACE 31 4* 

AMOS PROFEEaiLJUAL CONlPILER 
;CC«4P|LES AHDSPEEOS UP 
PROGHAMS WfllTTE^ IN AMOS, EAST 
AMOS OR AUOS PROFESSIONAL! 2449 

DELUXE PAINfJiWrTh ANiMATrJnI 9 9* 
DELUIF PAINTIrMEC, 
IHAM MUCC * ANIMATlOvi iii» 

DEI U4E PAINT * :AGA fOR AMIGA ,3« 
"ORKE",2S6CC.IIIIH 

AND NEW a- BIT HAM MODEr SB IB 

HOME ACCOUNTS 519 

HOME ACCOUNTS X JSA* 

KID PIX ,1 MEG) 19 4* 

KIND WORDS iWORD PAOCtSSOR 
|2UP(Bi FULLY FEATURED 
PACVAGEFDRLOWPRlCEl JUB9 

Mini office |WOR0 PROCESSOR. 
SPREADSHEET DATABASE 

ANCDISK UTTUTiESj M w 

PC TABK (1 UEQ| GOOD VALUE SIMPLE 
p: EMULATOR ALLOWING IBM PC 
APPLICATIONS TO BE USEDON 
TOUR AU3$4. PLEASE NOTE THAT 
THI9 IS NOT SUITABLE FOR WINDOWS 
OH HKJH END APPLICATIONS 
REQUIRES WS DOS :i.S OR ABOVE. 

SUPPORTS HARD fWK DRIVE JJ» 

PEN PAL WORD PROCESSOR ,.., J7M 

ROWERWOBK$ 

(MASlPLAH PLUS SRHEADS^lEtT 

<U*R> WO*PE 2 WOHD PROCESSOR" 

INFOFlLt DATABASEl IMOP, ,9n 

PUBLISHER IRAGF . ATOUT PACKAGSl 

CAN PRODUCE iLACK ANDWHITF 

NEWBLETTtRS. FLYERS, ANNUAL 

REfORTs AM2 MAGAZINE 5 

REOlAWES CHE EX'FRNAL. OSK DRIVE 

OR KA.HD DHIVE r MlGJiNDIS;. . . 20 99 

rECNOPLL-9 BUSINL5S PACK FOR AMIGA 

IWOHUWORTH WORD PROCESSO* 

K SPREAC-2 SPREADSHEET JU* 

KDATACaIaBASEmI UfCi 59 9a 

WORDWORTH VZYJDRD PflOCESBDR 

11 U*e. AG* CCMPAIIHLCI IIii 

l A i C*tHFVOHTH Vi.,f AU1GA 500 PLUS 

WOHD PROCESSOH 

ISFECIA^ ENHANCED 2 MEG VERSION 

WTH1MEG .."GRADE FOR AM»t>) « 49 

WORDWO.RTH VI IE AMIGA IHJO WOHD 

PROCESSOR 

1 SPECIAL ENHANCED 1 Mf VERSION 

WITH I MEG UPQRADE PpR ASM' ■!!. It 



■»* 


'If.'. . STir. •. 


1 ^^B^ \ 


HAND HELD 


C0U*ET|TlON 


JOYSTICK 


PRO EJ.TRA 


UCRO- 


JOYSTICK 


IAWKJpJd 


CLEAR BASE. 


i.lliJiflE 


UICPD5W1K: 


1099 


HFDWI1H 


i 


AUTOFIRE 



i 



OUICXJO- 

Oil 

JOYSTICK 

WICRO- 

SWITCHED 

73B 



AMIGA CD 32 
SOFTWARE 



..11.1* 
.11.4* 

.1*44 

. 1*49 
1*19 

IK 99 



..1i»t 
..17.19 
.H.B9 
,17.99 
.17.9* 
,17,*« 
.17*9 
..17.99 

..17.4* 



NEW CLUB SHOP OPEN 

IN CHELMSFORD, ESSE 

2,000 SQ FT! 



ALFRED CHICKEN 

HUH iFrtED (SPECIAL EO1TION1 

AH*MAJYNr;HT5.:AGA| , 

Burning rubber 

CASTLES 2- _,_„ 

D'GENERATIOn 

CONK 

F17 CHALLENGE' 
JOHN BARNES ■ 
JUBaSSACPARK 

K2-.I NAIlo, 

LITTLE DEVIL „ 

LIJRtJ OP THE HINDS } - ._....., 

LDTUS TRR.0GT I LOTUS 1, I J, , 

UICHOCOEM .. . .„ 

Ovf BKILL* ^UNEfl-C ■ 

PINBALL FAMTA54EB 

PROJECT I ■ 

<SU*K- 

ROBMOD 

RYDER (UP 

SEVSIBLE SOCCtR- 

SLi-tPWILKEB 



' 



ZDOL .. 
ZOOL2 . 



PLEAS* Mm EMU 
f 01 XMA5 0279 400204 




COMMODORE AMIGA A600 
LEMMINGS PACK I/O 



COMMODORE AMIGA 
DESKTOP DYNAMITE PACKS 



COMMODORE AMIGA 
CD-32 CONSOLE 




WITH FORMULA ONE GRAND PRIX, 

PUSHOVER, PUTTY, DELUXE PAINT 3 

& LEMMINGS GAME 

BUILT-IN TV MODULATOR, 

WORKBENCH 2.0, 
1 MEG RAM EXPANDABLE 
i TO 10 MEG, HOUSE, 

1 YEAH IN-HOME SERVICE 
WARRANTY 



179.99 




x 3* 




ELEV1SION f MONITORS 

SONY 

KVM1400 14" 

FST COLOUR 

TW 

MONITOR* 

REMOTE 

CONTROL, 

GO CHANNEL 
TUNING. REAR 
SCART INPUT. HEADPHONE SOCKET, TWO 
POSITION TILT, BLACK TRINITRON SCREEN, 
LOOP AERIAL, 
rifit SCART LEAD 

(STATE AMIGA, ST, MEGADRIVE Qfi SNES). 
FREE £10 SPECIAL RESERVE GIFT VOUCHER 

SONY TV (GHEY) „.„ 194.99 

SONY TV (WHITE) 194,99 

SONY TV * FASTEXT 249.99 



COMMODORE 

1084S 

COLOUR 

MONITOR 
FOR ANY 
AMIGA 




STEREO SOUND. OFFICIAL UK VERSION 

INCLUDES AMIGA MONITOR LEAD 

AND 1 YEAR WARRANTY ....179,9? 



PRINTERS 
CITIZEN SWIFT 90C COLOUR PRINTER 

3 PIN. BO COLUMN. I+OCPSlMNlQ. 6NLQ FONTS. 2 
YE*H WARRANTY. FREE PNINTFH LEAP A 9 FIN 
PHINTEH WITH COLDUFI FACILUY AND FULL PAPER 
HANDLING FUNCTIONS. ...164.99 

CITIZEN SWIFT 2D0C PRINTER + COLOUR KIT 

H PIN, tO C-DLUMfJ, 21 6CP5/7ZLO E LCli'l DflAFl 
FONT AUTO SET FACILITY. IHPUT DATA BUFFER. 
AUTO PAPER LOADING, ENVELOPE PHINllNU. t 

yEAR WARflANTYFFtEE PRINTEfl LEAD I 

EPSON LQ1 DO PRINTEH 

; j piu, to nLVHi, 259 cfs/js ia. « fonts ,;i 

5GAL€AEHJE|. UUIL1 JDDU NUlSL LLVLL. LAS* 10 
U9E CQWTRQL PANS*,, FHEE PRINTER LEA.O. 1 

run WARRANTY. EXCEPTIONAL QUALITY LOW 
COST 2* PIN PRINTER 164.99 

PANASONIC KXP2121 COLOUR PRINTER 
J4 FIN. arj COLUM«J. 1fl! CFSJV4LQ. 7 FONTS (1 

SCALE A&LE |. EXT HEMELY QL IE. r 41.5 DBA NOISE 
LEVEL FREE PRINTER. LEAD. 1 YEAR WARRANTY 
dne qf the duie te et dot matrix phinte hs oh 
TmEMaAket 214.99 



.Ye osv/ sr.pDis' nrrvciai ljk pfooucH,. official ^i.ppiei; a an 

toaiHrg arjpdt We wil-gaincs arxJ p*npharate al zl 

amauina pnres luf Msqad'ivE. MaaUfi Syatcn. Gam* Ctaar. 

5uf* NES, QaroebOj. NE5 Lffls. A/tiKla A| B r, ST. PC. CD 

h&m srx) Apple Mac 



WITH WORDWORTH 2.0 AGA WORD 

PROCESSOR, DELUXE PAINT IV. 

PHINT MANAGER, OSCAR AND 

DENNIS, MOUSE, TV MODULATOR, 2 

MEG RAM EXPANDABLE TO 1 D MEG. 

32 BIT 68020 14 MHz PROCESSOR, 

AGA GRAPHICS CHIPSET, 

1 YEAH IN-HOME SERVICE 

WARRANTY PLUS LEMMINGS ft 

ELITE 2 
OUR NUMBER ONE AMIGA GAME 



WITH OSCAR AND DIGGERS 

GAME, CD BASED CONSOLE 

WITH AMIGA A1200 POWER, 

256000 COLOURS FROM 16 

MILLION, FAST 68020 

PROCESSOR, 2 MEG RAM AND 

11 BUTTON JOVP AD PLAYS 

AUDIO CDS AND CO+G DISCS, 

FULL MOTION VIDEO ADAPTOR 

AVAILABLE. 






319.99 





PACK AS ABOVE PLUS 

130MB OVERDRIVE 

HIGH SPEED HARD DRIVE 



519.99 



CHRISTMAS COHSOt£S 

ALL CiFNgiHE UK VERSIONS 

wilUMh ?- ULAUDiN * i :3ri"3LPAD£ . . I»i« 
MEG* £02 .7&AUH i»W 

.GAME &E*H . COLUMN* U.H 

IsUPElHtES. ALAO0IN +1 CONTROL MB 

I 1 . FREE 5N PROPS;?' 1J4.M 
SUPEn-SE5- W*=lirjALL5TA|lSt lM«TliaLP*l> 
♦ FREE ShPRDPUl! 'J* M 
f.AMFflOV * * REE KOflUS HCM.5TER W.H 




MEMORY UPGRADES 

1 MEGABYTE A50C PLUS RAM 

UPGRADE. WITH CLOCK 23.H 

1 MEGABYTE AOW RAM 

UPGRADE WITH COCK 39.39 

4 MEG PCMCIA UPGRADE FOR ASH OR A120O. 
PLUM DtflECTLY INTO 9MAHI CARD SLOT. 
IMLSL ZHL NO I U4ULHY UACKC& 

AND CAliT BE USEO AS A LUSK. 

ONLY AS HAM 1H.M 

5 ■ '.'V. AMlC.A HAM V. ITH CLOCK 

FQFlAbKJ ANOASUO* ».H 

5iJK ARAKS* RAM WITHOUT CLOCK 

FOR ASM AND ASOBt ..1*M 

MICHDBU1ICS IZ3DJ[A MMHZ ACCELERATOR 

FOR AMtCl A1JW MEMOHY FXPANSH5N 

.'ACCELEHAFOH FITS INTO TRAPDOOR 

SLOT OH f 1200 REA L TIME C LOOK 

&M130 PROCESeoR WITH OPTIONAL 

CO-PHnCESSOR SLOT. EXPANDABLE 

TO liaMS IN TOTAL .....3».H 

WlCROBOTiCS EXPANSIONS FOR MKR0BOTIC9 
I230XA ACCELERATOR. PLUG IN MODULES 
EASILY FITTED IN MINUTES, 
IMEOEXPANSKJU , ao.m* 

A MEO EXPANSION 1 BB.« 

WORK CENTRES 

DELUXE WOPlK CENTRE 
SRSD) I'STEEL MONITDH 
STAND WITH EK TPIA SHELF 
FOR EXTERNAL D«SK DRIVE 
AMD ACCESSORIES, MOUSE 
HOLDER, MOUSE MAT AND 
| - — 1 ALL IN ONE OUST COUEH) 

IBIS* D»Y*, UQWTO* Ah* eOMUJTEH NOT H^UJDEDt 
OELUKE WORK CENTRE (BSD) FOR A120O U.M 

DELUXE WORK CENTRE (RSQ) 

FOR i.HU[iW«P[i JT.» 

DELUXE WORK CENTHF (FtSQ) FDR AMIGA A5CH OA 

ahkv plus as above plus jo t st'Cl'MOUSE 
fktfndfh carlf sift mqlpse holder, 
mouse mat and all in 

ONE DUST COYER! -4i» 

DISK DRIVES 

EXTERNAL M" DISK DRIVE FOR ANY 

A Mil". 4 WITH SONYCITIZEN DRIVE 

MECHANISM. BID* FORMATTED CAPACITY. QUIET. 

HIGH QUALITY. SLIU LiWF 

DESIGN, COLOUR MATCHED METAL 

CASE AND LONG REACH 

CONNECTION CABLE HT.M 

ZYDEC INTERNAL 3.S' DtSK DRIVE 

FOR AMIGA A50&ORASOQ* 

RFPL ACFS EXISTING DHIUE 

INVAUDATeS WARRANTY 

WHENFITTED OOiSSM 47.» 

SCANNER 

ZYDEC HANDY SCANNER FOR ANT AMIGA. 
IOCM0O DPI MGH OUAUTY RESOLUTION 
EJSIULILATEDOFIEYSCALES. INCLUDES HIGHLY 
ACCLAIMED DAATASCAN PROFESSIONAL 
SOFTWARE PACKAM *B.B* 

VIDEO EQUIPMENT 

COMMODOHE FULL MOTION vTUtC 
ADAPTOR FOR CL>M IVIDEO-CD MPEC ADAPTOR; 
GIVES THE CD. 32 THE CAPABILITY OF RUNNING 
VIDEO FROM CD IVIDEO-CD) 1 H,H 

VBI APtGA 12 (AGA COMPATIBLE. 

captt;res colour images from 

Y^UtO MACHINE OR CAMCORDER. 

COMPATIBLE WITHTAKF 2. DFLLIJF 

PAINT 4 AND MDST ART PACKAGES) H.H 

VIDEOMASTER FDR AMIGA SKI OR 100 PLUS, 
C0M8INED VIDEO LWC-IT1SER AND AUDIO SAMPLER 

Capable of recording Quarter SCREEN 

MOVIES FOR USE IN PRESENTATIONS AND DFMOS. 
1 MEG RAM REDLHHED 49.66 



MUSIC A SOUND EQUIPMENT 

TECHNDSOUND TURBO i SOUND SAMPLER FOR 

AMIGA SOFTWARE INCLLUQES REAL TIME SPECIAL 
EFFECTS AND WORKS WITH AMY AMIGA. 1 MEG 
RAM REQUIRED ,, , MM 

ZYDEC STEREO SPEAKERS FOR AAUSA WTTH 
BUILT-IN AM PLIFIE R I VCJ Hi ML CONTROLS ...27.H 

5CHF FN BEAT STEREO SPEAKERS REQUIRES 4AA 
BATTERIES OR WAINS ADAPTOR DESIGNED 
SPECIFICALLY FOR COMPUTERS. INCLUDING 
MOUNTINGS FOR ATTACHMENT TO MONITOR. 1B.99 

SCRE.EN6EAT MAINS ADAPTOR 

FDR S.CHEENBEAT SPEA4CERS 7.H 

SOLIMD ENHANCEH FOR AMIGA H.M 

LEADS 

■— ANTI-SURGE ' WAY 

' ' i • •■' MULTIPLUG EXTENSION 

^■^■■^B LEAD FOR ANY 

" I ™ 1 ELECTH(CALD€VICi.fEG. 
CDMPUTER^ONSOLE'ViDEO) PROTECTS YOUH 
VALUABiF FOUIPMENT AGAINST 

DAMAGING ELECTRICAL SURGES ,.».» 

JOYSTICK EXTFNDEH CAEJLE 

FDR AMIGA OR ST (3 METRES) ,.,.,., ,.4.H 

FOUR PLA/ER JOYSTICK ADAPTOR f.H 

PORT EXTENSION ADAPlOCl FOR AMIGA OH ST 
I PACK OF TWO|. EXTENDS JOYSTIC K 

AND MOUSE PDHTS HY 21CMS ...5.W 

JOYSTICK, SPLITTER CAHLE FOR 
AMIGA OR ST. ALLOYVS I JOYSTICKS 

TO HF CONNECTED TO I PORT B.FMJ 

RGB EXTENDER CABLE FOR AMKJA SM OR PLUS. 
ALLOWS TV MOOULATOH TO BE EXTENDED FROM 
BACK OF MACHINE OR EXTENSION TO ROB 
MONITOR DR EXTERNAL DISK DRIVE 12.9* 

MISCELLANEOUS 

CTTHEN PRINTER DRIVER KIT FOR AMIGA. 
SUITS ALL WORKBENCH VERSIONS FROM 

I.J TO 3.0 GIVES OUTSTANDING RESULTS 11.M 

C LEANING KIT FOR COMPUTE RS 

INCLUDES VACUUM) 1T.9* 

DuSI COVER FOR AlzWHCLEAR PVC) *M 

DUST COVER FOR AEOfl ..4,H 

DUST COVER FOR AMIGA ASH) 

OR ATAHI STICLEAHPVC) 4.B* 

DUST COVER FOR MONrTOH (CLEAR PYC> 5.M 

MOUSE HOUSE (HANDY PLACE 

TO STORE YOUR MOUSE) ■<•« 

SCREEN FILTER IGLA55) FOH H" TV 
OR MONITOR. CUTS DOWN GLARE 

AND STATIC FROM MONrTOH 34.99 

ZYDEC AMIGA POWER SUPPLY (SPECIAL COOL 

RUNNING TRANSFORMER} 32.98 

ANALOGUE JOYSTICK ADAPTOR FOR AMIGA. 
ALLOWS ANY 15 PtN ANALOGUE PC JOYSTICK TO 
BE USED ON ALL AMIOAS WTTH GAMES THAT 

FEATURE ANALOGUE CONTROL TM 

ROBOSHIFT INTERFACE FOR AMIGA OR ST 
(PLUQS MOUSE t JOYSTICK INTO ONE. PORT) 12X 

M" DISK MEAD CLEANER ■*■« 

BAN* DISK BOX M* IO0) STACKABLE 14 H 

DISK BOX J.i- 1 120) LOCKABLE, OIV1DEH5 . . . 9.99 
DISK BOX 3.E" PLASTIC FLIP TOP 419 CAPACITY) 2 *fl 

SONY 



DS0D 3.6" DISKS 
WITH LABELS 



PACK. OF 50 

22.99 



_ 
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Sptciai k&etwf!. tn&td&U c&h U&oi idiikti. c&ti y&ty? 

READ NRG Regular Club Magazine 
\ CHOOSE from our Huge Selection 
BUY at Best Passible Prices 
SAVE with ovr Special Deals 
SAVE more with aur XS Coupons 
WIN up to £10,000 worth of prizes FIIEE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to &uy arid you can be any age 
Jusi send m ihe form bs-low or phone Sales on 0279 600204 

As a member or SpQCNU Reserve you II receive regular ise-ubs (ri 
NRG magazine NRG «S Our 48 paae colour cluD magazina 5en1 hi- 
ntonmry only 1a Special Reserve members NRG ctxHams 

The besl S*teClit*i 01 oarnes. penpr*ials and hardware for all 
popular fannals. We are oflicisl Se^S Ninwnoo and &ony slocmars. 

2. Ftennews in c^Ouf and latest ,/iformaliar on new prodJucIs 

3. Charts and Releasa Schedule. Ic h«tp yuo Choose and plan 
The besl prices JuS! one purchase will save you your \anmg fee 
HyiidrrxB of Special Oflers. Ttjp games al prices vou WQnfl believe 
XS Super Savers.. MoneyOlf COuDd^S worth over L1M a year 

BIS EIO.DOU TARGET PRIZE COMPETITtONS. In every issue 
of NRG. evclusMvO to members 1ree to enler! 

That $ why oYer 200,000 people have joined Special 
H*Mtve. the biggest game* chib In th* World! 

0279 600204 

OPEN 10am tit Spm Seven Days a Wsskl 
You can also Fax your order to us on: 0279 7268-12 

•fir pnoa y-retl.*! v nil- jar-Mlw 5 n-™« 1 1 6 C JtHl*' 4«K4 lii«. 

«b,uii, luu outim mm ™r n* >*i tn D^ubo vmmtnummm'xani'exoiu-u 

iliiti uvulac^fytMlxt oilfns In ihfr 4wni oi ittiav wa V9U0 ^4:.' H*rtjjQ»* 

p*v» Ti dMpAKfl '*• laldrw ! r # nyt i-j C'"af*Dfl P"<»* *rroir pnr'nnt \rMK_r F t, C F 



SAWRRIDGEWORTti SHOP 

'. Soulh FJItK". Thi> M;il lings 

Sawhridgeworth. Hens 



CHELMSFORD SHOP 
43 Broomfield Road. 
Ch*lm»IOitd. Essex 



m,n an nn a m iiniamui:l.-i »_.i. iMMiim ti n hi -~ m- 
All enc*s irduSfl VAT anc cairaaje I- UK nainlaixl S** Cd&e & ixdv tQim lew 
uverS*fl5 3*.,rct 1 aigeF We supcly haritwnm onlylG UK irUFlldi<d aixlie^rfy 

Mf MUISHIP FIR t MONTHS OMt f [ Ai TWO TEAKS 

TRIAL aNNUAl WITH IIEI 

MEMIEIIHIF MEMIERSHIP HAB& IIHHI 



UK MEMBERS 4.00 



7.00 14,00 



OVUSEXS IC MEMBERS 
OWEISEAS WOBtD MtiUHS 



7M 



9M 
ll.W 



IS 00 
12.00 



WE QfJI V SUPPLY MEMBERS BUT YOU CAN ORDER A3 YOU JOIN 
THERE *RF NO SURCHAH0E.3ON TSLEPKliNED ORDEFB(UK) 
iPlEASE PRINT IN hlockcapi-*lSi PECK 



Name_ 



Poalcodo . 



Phone 



Machine 



Enler rnoiTitWShip n^^nber id applicable! at 
HEW MEMBERSHIP FEE f AWHUAL UK 7.00) 

ttaffl 



lem 



-1em 



ALL PRICES INCLUDE UK POSTAGE S VAT 



CheqLe'P (1 -Access Musivrjarri'Swilch-Viaa (Swtcn Issue No. 



Card 
expiry di:E 



_Sigrtaiur«_ 



CnequBBpajanteto- SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surch*ro* iEC or Wo/Id): Software orflers 

plea-ae add £2.00 per item, Won ■ suflwnre iimn* please add 

25°Li Hardware Items supplied to UK tnalnhferKl pnly. 

Ovettttf orders must be paid by credit card. 

m 






TURRICAN 3 WILL TAKE YOU ON A JOURNEY THROUGH THE 
MOST DEMANDING LEVELS OF ADRENALIN-CHARGED 
ACTION EVER SEEN ON THE AMI 
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ulty Levels 
imiga Graphics Modes Employed 90 Frames Per Second Scrollin 
28 Tunes and SB Sound Effects In Dolby Surround™ Multiple Weapons Systems And Powe 

R ALL AMIGA'S {inc 51 2K). SOON FOR AMIGA CD 38 ," 
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i limey, you don't get much more Stop Press-er than this! I 
ally minutes before these pages were due to be handed i 
to our army of designers (Jenny), Maxis revealed that 
sequel to Sim City, know to its friends as Sim City 2000, will be ge 
an Amiga release, 

Apparently, David heard rumours of Sim City 2000's conversion 
ing a party and so pleased was he to hear this fact that he staggi 
over to the boys and interrupted their intellectual chat on who is 1 
most attractive girl in the office just to let them know. Unfortunat 
he forgot to inform yours truly until now, 

We've seen the PC version running and it I 
way, Gameplaywise it's pretty much the s 
ful community and keep your popu- 
lace happy - but the graphics S. W*&i •:.*■*" 
have been considerably 
enhanced and now featu ~ 
raised areas of land, treat in' 
3D effect. You even have t 
up a fully-functioning sewera 
system deep below your city, c 
of the many features new t 
sequel 

Sim City 2000 is set far an 
er release so you can expec 
demand, more news pretty 




^rJX 




THE LAST SAMURAI? 




o you want the good news, 
I the bad news or the better 
news first? In that order? 
Okay, here goes... 

The good news is that Vivid 
Image Design's Second Samurai 
has finally hit the streets. Unfor- 
tunately, the bad news is that, 
according to Vivid Image boss Mev 
Dine, this will be the last in the 
series. The better news, though, is 
that Mev and his team are 
leaving Samurai to 
work on some- ^ 
thing far more \ 
spectacular. 

Having taken 
the standard Amiga 
just about as far as 
he thinks that it can 
go, Mev has decided 
that it's now time for 
VID to turn its atten- 
tions to the world of y v/ 
CD games. "CD interac- 




ts* games should be just that," he 
says, "really interactive. There's no 
reason why a CD game shouldn't 
be as playable as any other game, 
instead of just providing half «i 
gigabyte of extra graphics- CD can 
give extra depth to our gameplay, 
but it certainly hasn't proved itself 
yet - but despite this it still looks 
like it's going to be THE games 
medium of '94." 

Mev is already 
putting his theories 
nto practice with the 
initial development 
of Hodja, a multi- 
character adventure. 
The design and illus- 
tration work is 
underway and Mev 
would like to see 
this finished before 
a single line of code 
is written: "Designing 
a CD game should be 



very much like creating a movie," 
he says, "so we're currently trying 
to put it together scene by scene." 

And speaking of the movies, the 
animation is in the more than 
capable hands of ex-Disney ani- 
mator (of 25 years standing) Bill 
Hajec. whose previous work 
includes creating the mice in the 
animated classic. The Rescuers. 

"I got involved with Mev when 
he showed me his plans for 
Hodja/' says Bill. "I'll be doing all 
the animation frames for the 
game and treating it as if it is a 
proper cartoon, I've already fin- 
ished some frames and the ideas 
we have seem to be working. 

"For me it's a fresh challenge 
and I'm very excited about it- The 
accent will be on family enter- 
tainment. Although there'll be 
plenty of action, there won't be 
any over-the-top violence. The 
thing we're concentrating on is a 




strong sense »ff\3 "**~ 
humour." ifnn 

But what's the actu- i 
al game about? 
"You play 
Hodja, an 
Arabian 
Knight who is always making mis- 
takes," outlines Bill. "One day he 
visits his family for one of the 
younger children's birthdays. 
Unfortunately, Hodja decides to 
penorm a magic trick to entertain 
the youngster but it all goes hor- 
ribly wrong and all his relatives 
end up scattered across different 
time zones. So the aim of the 
game is to return your family to 
the present day." 

Work is still at a very early stage 
as Hodja is scheduled for release 
in roughly two years' time 
but you can rest assured 
that we'll be hassling Mev 
until he lets us cover it. 




he am oi 

Dar kmere 

like the total for this coun- 
try's budget deficit but it seems as 
if the end is almost in light. Crime 
February or March (1954. that is, 
although we wouldn't be at all sur- 
prised if Core had pencilled this one 
in for a '9S release} you'll be able to 
pop down your local computer 
store and purchase the game Core 
are already calling '"very late 
indeed", 

So what's happened and why has 
it taken so long? Over to Jeremy 
Smith, Core's jovial MD: The game 
was started by one programmer 
who managed to get about 40% of 
the main code written before real- 
ising that the original design was 
way too ambitious for the hardware 
he was using. So after a few 'staff 
changes' we took the project in- 
house and virtually rewrote it from 
scratch. 



game which achieves 90% of 
what we initially expected. It's still 
a massive game but its delay is 
perhaps down to naiveness and 
bad management on our part." 
Darkmere's final play-testing 
will take a lot longer than usual 
because of the size of the game 
and the amount of text it con- 
tains, According to one informed 
Core spokesman it "looks mega" 
and is "ripper". Sounds like he 
should be a journo. 




CD ROW GROWS 

Everybody seems to be in agreement that CD games are the 
thing of the future, but if a row currently brewing within the 
games business isn't resolved, they might just stay that way. 

The problem revolves around the way that games make it from 
publishers* warehouses to the shops: at present, games are sold by 
publishers to a series of distributors, who then sell them or* to your 
high street games store. 

Now, with the coming of CD - most notably for the CD32 - pub- 
lishers want to change things a little by reducing the amount of 
money the distributor makes. This, of course, hasn't gone down too 
well with the distributors, who are refusing to stock some CD titles. 

Most of the major games firms, including Ocean, EA, Virgin and 
Psygnosis (which has just launched Microcosm, hailed as the first 
'true' CD game) are involved in this bust up, and because of this it's 
unlikely to drag on for ages and ages. 

In the meantime, if you don't see too many CD games appearing 
on your shop's shelf, you probably now know the reason. 



THAT'S CENSORTAINJUIENT 





ememberthe sinking feeling 
you used to get when you 
Lwent into your local video 
shop looking for a copy of Zombie 
Girl Killers From Outer Space, and 
the chap behind the counter asked 
you how old you were before he 
would hand it over? 

Well, that whole scenario might 
soon become just as common in 
your local games emporium, as the 
European Leisure Software Pub- 
lisher's Association tELSPA, a sort 
of decision- making club for firm's 
involved in the computer games 
business) has come up with a series 
of classifications which could 
become commonplace from May 
1st onwards. 

If the system is eventually 



approved, it will mean that all 
games will be rated as being suit- 
able for one of four age brackets: 
up to 1 years old, 1 to 14, 1 5 to 
17 and IS and upwards, 

While we're not sure exactly 
what the introduction of this new 
system will actually mean (apart 
from numerous 1 4 year olds giving 
themselves false moustaches with 
their sister's mascara), it seems 
that ELSPA decided to some up 
with a system of classification 
before the Government did it for 
them. 

Now all that remains to be seen 
is which unscrupulous game man- 
ufacturer is going to be the first to 
try to use an IS" rating to sell us 
a completely tame piece of tat? 
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COMMODORE 

LOSES ITS SHIRT 

I^Ak 0^^ *^h almost ended with a bang for the lads and lass- 
v^P^M ^K es at Commodore's UK base, as the firm finally 
•l^ t^r 4^F unveiled its long-expected Full-Motion Video 
iFMV) cartridge for the CD32 and announced a whole new software bun- 
dle to go with the machine. 

However, this news was tempered by a worrying set of financial fig- 
ures from the firm's US parent company, which had lost a grand total 
of $365,5 million in the year leading up to the end of June 1393. 

It's not exactly clear how this will affect the firm - and, more impor- 
tantly, the CD32 - but it was tempered with the news that some new 
investment is expected shortly, 



NEW STORM 

BREWING 



You probably know this lot as Storm, you may 
even remember them as The Sales Curve, but 
the team behind next year's major CD3Z 
release, The Lawnmower Man, would actually like 
you to call them SCI from now on. 

Thai's right. Storm has become SCI (short for 
Sales Curve Interactive apparently), but apart from 
this it's business as usual, with the CD version of 
its 'virtual reality' movie licence still expected any 
day now. 





SHOPS OPEN THEIR DOORS 

E 



|very month it seems that we 
I report on yet more new games 
Ishops flinging open their 
doors to the country's high streets - 
and this month's no exception. In 
fact, with the current crop of outlets 
about to add to the existing glut of 
shops, it's a wonder that there's any 
room for anyone else anymore. 

Perhaps the biggest mover and 
shaker on the high street of late has 
been music specialist HMV, which 
has just opened its 50th games 



department {having started 1593 
with a grand total of 10). Plans for 
1954 include equipping the next 10 
HMV shops with game departments, 
and even po^iibly Opening new 
hyper-departments, along the lines 
of the recently opened Level One in 
London's Oxford Street, in Birming- 
ham and Manchester. 

Another set-up which is looking 
forward to big things in '94 is Game, 
which plans to bring its grand total 
to just short of 60 by opening a fur- 



ther 30 shops throughout the year. 

Finally, northern chain The Newt 
Level is looking to expand through- 
out the country in 1934, with ambi- 
tious plans to take its current roster 
of five shops up to 50 by the end of 
the year. 

Of course, you'd think that with all 
of these new shops opening it might 
lead to something of a computer 
games price war in the high street, 
but sadly this doesn't seem to be part 
of anyone's plans. 



CHARTS 



1 Alien Breed 2 

2 Frontier': Elite 2 

3 Body Blows Galactic 

4 Premier Manager 2 

5 Championship Manager '91 

6 Micro Machines 

7 Coal! 

8 Hired Guns 

9 European Champions 
1© Syndicate 



Team 17 

Gametek 

Team 17 

Gremlin 

Do mark 
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AN 
APOLOGY 

Last month's Next Month page 
was only intended as a light- 
hearted page-filler and was in 
no way meant to cause any 
offence, We accept that the 
content of the editorial 
was unfairly harsh and 
we apologise unre- 
servedly to anyone 
at OTE who may 
have been 
offended- 



STRIP 



Who is The Shadow? Well, 
that's easy to answer, as he's the 
latest Marvel comic character 
due to make it to the silver 
screen - with Wesley Snipes con- 
firmed as the actor who will don 
the mask. What's not known is 
which softco wilt snap up the 
rights to what could be the 
hottest movie of '94 - the smart 
money seems to be heading for 
Manchester though. Remember 
- you read it here first... 

..The seemingly never-ending 
series of games awards cere- 
monies continued last month, 
with the usual suspects heading 
off to Paris for the Tolt d Or 
awards. Lucky winners this time 
around included Team 17, who 
carried off the 'Best Action 
Game' gong for Alien Breed II 
and Ocean's SWA (Squirrel With 
Attitude), Mr Nutz, who collect- 
ed the Best Platform Game prize. 

...The future of the annual com- 
puter and video games exhibi- 
tion seems to be in doubt after 
a very poor 35,828 people 
turned out for this year's Future 
Entertainment Show/, which took 
place at London's Olympia (this 
was down almost 20,000 on the 
previous year's total),,, 

...Tired of Sensible Soccer? In 
need of a change? Weil, in that 
case you might like to try Vir- 
gin's Goal!, because not only has 
it suddenly dropped in price (by 
a whole fiver) to £19,99, Dino 
Dini's latest top-down footy 
game now also contains a copy 
of the Euro fanzine Golaccio!... 
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WINNERS DON'T DO DRUGS 




I ealthwise, a Liverpool-based drug education body, picked up a lit- 
tle mo-re publicity than it bargained for with the release of its new 
I Amiga game. Wrecked, a 'psychedelic adventure' designed to edu- 
cate its users about the dangers of drug abuse. 

Having originally made the news in its local paper, the Liverpool Echo, 
the story was picked up by Granada TV, then Radio One's Newsbeat pro- 
gramme and eventually made it all the way to the Sunday People 

The trouble is that most of the reporters involved missed the point of 
the whole exercise, and by the time the bandwagon had well and truly 
begun to roll, a number of consumer watchdogs and public figures (includ- 
ing two MPs, Timothy Bathbone and Qlga Maitland) were up in arms, hav- 
ing firmly grasped the wrong end of the stick by assuming that this game 
in fact promoted the culture of illicit drug taking. 

This was all just knee-jerk moral panic," says Healthwise spokesman 
James Kay. "Neither Timothy Bathbone nor Lady Oiga Maitland have actu- 
ally seen any part of the game - nor have they taken the trouhle to con- 
tact us and find out anything about how the game works. 



'Wrecked is new and controversial because it understands that young 
people take drugs because they enjoy them. This might be difficult for the 
rest of us to accept but it's no good Hiding your head in the sand and hop- 
ing that the problem will go away." 

A platform game, Wrecked is designed to be both fun to play and a 
serious way of educating people about the uses and misuses of drugs. The 
game s central character, Jo, moves through the game scoring both points 
and drugs along the way. Each drug found has a different effect - 
amphetamines and cocaine work as speed-up' icons, while LSD allows 
Jo to see things which were otherwise invisible. The point of the game is 
that it points out that drugs have bad effects as well as good. "We don't 
care too much if the game doesn't appeal to MPs," says Kay, "it wasn't 
written for them." 

Healthwise is currently looking to set up national distribution for its 
game, but in the meantime Wrecked is available direct from the body itself 
-phone (051) 709 5505. 

And remember... winners don't do drugs! 
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Live report by Matt Broughton. 



November the 11th saw the Brutal Sports Football open day at HMV's Level One r and 
what a day - with David and myself doing our usual job of picking up as many free hats r 
T-shirts and, of course, lunches. But first, let's recap 




Cast your mind back (if you 
would} to our November 
issue, when not only did 
we award the brilliant Brutal 
Sports Football an impressive 
and 88%, but we also invited you 
to the HMV Level One for an 
afternoon of fun, japes and a 
good kkk-in. 



Millennium were there with the 
Brutal Sports Football World Cham- 
pion, Steve Murphy, and offered 
prizes of posters and game-relat- 
ed freehies to anyone who took on 
the mighty Murphy, with a limited 
edition Brutal Sports T-shirt going 
to anyone who managed to beat 
him. 




The day didn't start too well, 
with David sustaining an early 
injury when he splintered his pan- 
creas trying to get up out of his 
chair (we 
always 
though 
that they 
were one 
and the 

same} and 
then slicing 
his finger on 
a huge pile 
of The One 
issues that we were taking down 
to HMV to distribute As a result, 
David suggested that I do all the 
work, all the interviews and carried 
alt the magazines, while he would 
take care of any free food. It was a 
very kind offer (apparently) and I 
was more than happy to accept 
(again, apparently). 

Anyway, our chauffeur-driven, 
er... taxi pulled up to the front 
gates of HMV palace, and thanks to 
the police escort we managed to 
get inside without being mauled 
by the crowds of kids that had 
come to see us (obviously, it also 
helped that there were no crowds 
of kids outside). Ho hum. Fame and 
its many facets. 




Th* first, and most obvious thing to do is to eat free food, but I managed to 

Dersuade David that we should check out th* local talent first, so David took 
on Millenn turn's Keith Smith (far left) while I showed Steve Murphy {far 
right) a thing or two about losing games 6-2. I now consider myself about 
the best at losing 6-2 and would be happy to demonstrate this on demand, 



Casual onlookers might be fooled into thinking that David ha* just won 
here, but in actual fact he's celebrating because the game's Over and it's 
time to go upstairs for some free food, Dave is always fun to play against 
because you can be sure that his mind is somewhere else - usually in the 
nearest eatery, 

(Left) Having satisfied David's hunger (for a few min- 
utes), we returned to the games area and waited for 
the first brave challengers to arrive. Victim number 
one was Andy, who lost 12-3 to an impressive Mr 
Murphy. Andy is a Mega Drive player who used to 
own an Amiga. "If I still had an Amiga I'd probably 
buy this," enthuses Andy, "I like sports games and 
this one's gat a bit of fun in it," Keith then duly 
dished out a free poster and a tattoo or two. but not 

until he'd managed to prise a microphone from the 

DJ and burst into his best karaoke version of 'New 

York, New York' The crowds dispersed but, strangely 
enough, came back as soon as we'd beaten Keith 





(Above) Next up for a thrash- 
ing was Dean, who lost 12-1, 
but still said that he "liked 
sports games, Yeah, I'd buy 
it," At this point, Steve took 
the trouble to explain the 
rules to Dean, who declined 
the offer of another beating, 
took his free stuff, and left. 



'Left) Things didn't get much 

better for the young 

challengers, as the mighty 
Murphy took on just about 
everyone he could get his 
hands on (and a few that he 
couldn't), but suffice to ^ay 
by the end of the day, more 
than a few happy people had 
gone home with some excel- 
lent freebies - the only photo 
missing from here is the one 
of me and David sitting in 
the Burger King 
afterwards, comparing 

free gifts. Ah - another 

day, another T-shirt, 
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Look ahead. Look far, far ahead to the 



year 3^00 arvd imagine a basic space craft 



as your only worthwhile possession. If you 
are to fulfil your burning ambition to be? the 



best, you rriust defeat the best by coupling 



your inherited flying skills, with a vast 
knowledge of the Universe. Outwit the 

pirates by beating them at their owp game. 

* 
Be merciless, be vfise, beware. 
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Elite Game? It's a way .of life!" 

Personal Computer World magazine 
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Intergalactic trading has its rewards and its 



downfalls. Trade with the international stock 



one against the other to 



il. Watch your back at all 



lg to your bank biilance could 



■ding to your criminal record! 



feeds may or may not like what you do. 



iugh! Thoy will ha 



In £i golLiixy full of challenges, 



this Frontier Has no limits. 
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'► 1993 -FRONTIER - ELITE 

"The ultimate in space adventure, . 
Frontier is the single most important step forward 

for games this decade." 

CU Amiga - 97% 

i 

mature with time 

AMIGA, ATARI ST * . * 

*y Konami, Distributed by Gametek 




Once again we find ourselves quite literally 
knee deep in your moans, queries and 
thoughts, and if your letter isn't here I 
want to know why. So get yourself a nice 
big pad of paper and a silky pen, and send 
me something I can read this very moment 
to the following address: Letters, THE ONE, 
Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU; or Fax me on: (071) 972 
6710. Get a move on then! 



Dear The One, 

Being an A1200 owner I am looking 
forward to the forthcoming CD-ROM 
drive- However, in the December 
issue of Amiga Format I read an arti- 
cle by David Pleasance. He said that 
he reckons the CD drive will cost 
around £270, but if you can buy a 
brand newCD32 for thirty quid more 
how the hell are they going to sell 
them? 

Jamie Brynes. 
Edinburgh. 

Dear The One, 

I own an A1200 and am thinking 
about buying a CD drive for it But 1 
have recently found out that the 
estimated price for it is around £270 
Why is the price so high? I might as 
well buy a CD32 instead but I've 
basically already got half of the 
CD32 in my A12G0. I'm hoping that 
the price wili come down by at least 
£100, because a lot more people 
would buy one then. I am pleased 
with my A1200 but am concerned 
about the amount of disks and disk 
swapping, etc, that all the new 
games need, so CDs seem the only 
way to turn. 

Robert Pogmore, 
Bedfordshire. 

I agree that the price difference 
between the CD32 and the At 200 
CD drive ought to be a little more 
marked, but don't forget that the 
CD32 is much more than an A1200 
with its keyboard and floppy 
drive lopped off and a CD drive 
bolted on. It features extra 
graphics hardware and has the 
advantage of being built as a 
whole self-contained unit. 



white the CD drive has to be huitt 
as a peripheral that interfaces 
legally with your A12QQ, thus 
increasing the production costs. 
Don't moan too much - in com- 
parison with simitar CD drives for 
the PC, £270 is a very, very rea- 
sonable price. 

VIOLENCE? LOVE IT! 

Dear The One, 
I was just flicking through The One's 
November issue, and a letter entitled 
'Macho Moan' written by Roland 
Pingree caught my eye First thing* 
first I am a girl and I happen to 
adore 'macho' games. 

I love Cannon Fodder, Theatre of 
Death, etc. It is not sexist to make 
these type of games, the only thing 
sexist is (as Roland did) to presume 
that onSy boys would like them. That 
really makes me mad. Girls happen 
to like macho games, not all girls - 
but then not all boys either! 

I know that Roland was trying to 
be nice and stand up for girls, but I 
(and the majority of giris in the com- 
puter world) just don't need stand- 
ing up for. Nice try though, Roland- 

Anyway, I'm off to finish reading 
your excellent magazine. Keep up 
the excellent work. 

Lissy Hies. 
West Midlands. 

i think that says it all... 

SEXISM? LOVE IT! 

Dear The One, 

After reading the letter by Roland 
Pingree in the November issue of 
your superb magazine, my blood 
boiled. How can he state that 
women do not appear enough in 



MAGNUS MAGNUSSON 



ccupation: 
Chosen subject: Answering all thes 
bloody readers' questions. 



mm 



Dear The One, 
<1) I would like to know if the CD- 
i games wili be compatible with 
the CD32 or if a special CD32 will 
be built to cope with other CD con- 
sole games, music and films. 
(2) Will the price of the CD32 be 
coming down after the new year? 
Chris Fyfe, 



moment. 

(3) As far as we know, yes. 



flj No. 'Fratd not. 
(2) How on Earth should I know? 
I realise that I share the same 
first name as Co/nun odore UK's 
boss but I can't read his mind, 
you know. 



Dear The One, 

("0 Will A1200 versions will be 

coming out for Beneath A Steel 

Sky, Rise of The Robots and >uras- 

sic Park. 

(2J Are Renegade/Bitmap Brothers 

planning to make a Speedball 3 

and Gods 2 as these two game* 

deserve a sequel 



Dear The One, 

(1} Do you know if UBI Soft are 
doing a follow up to Dyn a blaster 
- if so, when will it be coming out? 

(2) Are there any more four-play- 
Glasgow, er games other than Dynablaster 

or Bug Bomber? 

(3) I own a A1200 and have the 
standard! versions of Pimball Fan- 
tasies, Nigel Mansell and Wing 
Commander. Do you know if the 
companies do a trade in offer so 
that r can upgrade the game with- 
out buying it twice? 

(4) What has happened to Arabian 
Nights AG A version? 

Mark Ambrose, 
Poole, Dorset. 



ft J No plans as yet. Who knows 
though? They may decide to 
convert Super Bomberman. an 



(3) Does Deliverance and Wrath Of enhanced version of Dyn- 



The Demon work on the A12G0? 

Sylvester Williams, 

St re at ham. 

(1} Yes, yes and yes - in that 
order. 



ahfaster, back to the Amiga, 

(2i Not that I know of. 

(3/ No. 

(4) It's been put on the back- 



(2) There are no plans at the burner, sadly. 



computer games. Let's face it, 
women are not worthy to appear in 
such masterpieces as Sensible Soc- 
cer. How sensible would it be with 
a load of women in it? 

Or how about a Double Dragon 
clone aptly named Double Drag- 
oness. This game sees two sisters, 
Sharon and Tracy, battling their way 
through ten levels with muscle- 
packed, knife-throwing, spear-chuck- 
ing, chain-cracking and machine-gun 
toting women. 

That reminds me - aren't women 
body-builders the most disgusting 



thing you've ever seen (except David 
Upchurch naked perhaps)? Anyway, 
back on the subject of games based 
around women, how about Laura 
Mansell's Driving. The point of this 
game is to drive a Ford Cortina down 
a high street ignoring all the other 
cars and pedestrians. 

Why should the computer indus- 
try bow to this weaker sex's needs? 
Let's face it, only five or six percent 
of Amiga owners are women or girls, 
so if there were games especially for 
women, they would not sell in suf- 
ficient numbers to merit such 



LETTERS 



games. Anyhow, some games do 
contain women - the two biggest 
fighting games both contain 
women: Maria and Chun-Li from 
Body Blows and Street Fighter 2 
respectively. 

So come on, stand up and join 
with me by placing your hand on 
your heart and saying "We ARE supe- 
rior!" They are nothing compared to 
us for we are men and they aren't. 
Daniel Lowell, 
Petersfield. 

We do have Daniel's full address 
if anybody wants it... 

mtvu i nc jfuiraniEK la... 
Dear The One r 

As times are hard, I have had to cut 
down on the amount I spend on 
Amiga mags per month. At the 
moment I buy five, so I set about 
finding which mags were the best, 
and yours came out tops (of course 
■ Ed.), with CU Amiga second and 
Amiga Format third. 

Your big plus points are your 
coverdisks, previews and reviews - 
your rivals don't stand a chance. 
From now on it's only The One for 
me (and maybe CU if I'm pushed!) 

Please keep two disks or maybe 
three, but never make the mistake of 
going dawn to one. 

Mark Ambrose, 
Poole, Dorset, 
Er, right, cr, thanks. 



Dear The One, 

Nowadays almost every Public 
Domain library has a range of emu- 
lators for sale, allowing users {if they 
have the right equipment) to port 
over previously non-compatible stuff 
to their own machine. 

Some emulators, especially those 
of 8-bit computers, include some 
free example software on the disk as 
well. Isn't this illegal? Surely in the 
eyes of such an organisation as FAST 
this is seen as a form of pirated soft- 
ware - albert from an inferior 
machine. Or is it just that nobody is 
bothered about the once all-mighty 
B-bit computers any more because 
there are so few of them around 
nowadays? 

It would be interesting to hear 
your views on this subject- 
Stuart H. Hardy, 
Sheffield, 
It's illegal in every way. Not only 
is the software copyrighted, so's 
the computer's ROM, which is nor- 
mally part and parcel of any emu- 
lator. However, I doubt if anyone 
is really THAT bothered about a 
now long-extinct computer being 
emulated - It's not as if Sinclair 
are going to he losing money due 
to decreased Speccy sates, is it? 



ELITE 2? ELITE POO, 
MORE LIKE! 

Dear The One, 

1 have just wasted £29.99 of my 
money on buying Frontier: Elite 2. 
After taking five years to create, 
quite frankly I think It is a complete 
waste of time. It makes me so furi- 
ous after reading your magazine rav- 
ing about the game and waiting in 
anticipation for it to be released, 
only to be utterly disappointed upon 
playing it with the crap control sys- 
tem when you are in space, 

I just feel like throwing it away. 
The game is seriously let down by the 
way you fly through space, The idea 
of your ship moving in one way 
whilst you are pointing your nose in 
a different way hinders the payabil- 
ity so much. Why couldn't Mr Braben 
keep if like the control system in 
Elite? In making it so accurate, Mr 
Braben has totally ruined the paya- 
bility. Sometimes you end up travel- 
ling so fast, that no matter what you 
do to turn your ship, you still keep 
going in the same direction. 

I loved Elite so much, and to waste 
my money on what is little more than 
trash leaves a bitter taste in my mouth. 
it's th i ngs I i ke this that turns people to 
piracy - paying so much money for 
something, only to find it totally 
unplayable. It will be a long time 
before I part with my hard earned cash 
on something which is supposed to be 
a landmark in Amiga gaming. 

Simon Smith, 
South Yorkshire. 

Oh dear. How long did you spend 
playing Frontier, Mr Smith? Five 
minutes? Ten? If you spent a tittle 
mare time with it you'd find it's 
not 'totally unplayable'- far from 
it, in fact. Learn a few basic tech- 
niques and you can have some 
superb dogfights, just as good if 
not better than those in Elite. 
Why not try out our tips in last 
month's issue if you're having 
trouble, Tsch! 

ANOTHER CD32 
LETTER 

Dear The One, 

So the CD32 has arrived Well, Id like 
to express my disbelief at most com- 
puter games manufacturers' atti- 
tudes. They complain bitterly about 
piracy, then along comes a new vir- 
tually pirate- proof format and they 
sit on their laurels and wait to see if 
it sells. If they cared about their 
future, they should convert all their 
good games to the CD format MOW. 
The games don't need massive 
upgrading to make use of the 
CD32's custom chips - i heard a 
rumour that a good game is based 
upon good game play! What the 
CD32 needs are games to make it 
sell. Sure it will cost them in the 



short run, but in the long term we're 
all better off. Maybe then they won't 
blame their poor sales on pirates and 
will be forced to make sure the 
games are worthy of release and we 
in turn will be treated to a new gen- 
eration of games and conversions of 
great stuff like Day Of The Tentacle 
will appear * 

Paul Duncan, 
Highbury New Park, 



Dear The One, 

I think your magazine is one of the 
best but I have one minor complaint. 
In your October issue you reviewed 
Jurassic Park and you wrote that it 
was out now. Then in the November 
issue you reviewed Beneath A Steel 
Sky - again, out now. "So what?" you 
might say. Well, I am a member of 
Special Reserve and when I ordered 
both games I was told that they're not 
out yet. Guess when Beneath A Steel 
5ky is being released - February 1994! 
Please start getting your dates right. 

A. S. Edon, 
Somerset. 

We do try to get our release dates 
right but the software companies 
are a law unto themselves, chop- 
ping and changing release dates 
literally overnight. 



Dear The One, 

I have just bought a CD3Z and was 
incredibly please to see that Com- 
modore are advertising it. This 
should make a lot of people who 
don't think Amigas are any good 
realise that they are the best 
machines around. 

I decided to go down to my local 
Comet and check out what games 
have been released for it so far - I'd 
heard that games like D/G ere rat ion 
arid Robocod were already Out. 
There was an absolutely huge sec- 
tion dedicated to Sega and Ninten- 
do (why I don't know) but to my 
shock there was a tiny section dedi- 
cated to the brilliant Amiga. 

There was a CD-I somewhere else 
in the store with a golf game which 
had fully digitised graphics running 
on it. I couldn't wait to see what they 
had running on the CD32, but all 
they had on it was a piece of PO soft- 
ware that had been put on a CD (no 
offence to PD software, but it just 
didn't show what the CD32 can do). 

Now if i hadn't already bought a 
CD32 and known what great games 
were coming out for it, then I would 
have saved up another £70 and 
bought a CD-i. The only games they 
had there for the CD32 were old 
CDTV titles like Mind Run and Aster- 
i*. They didn't have anything written 



down about the CD32 like that it's 
the first 32-bit CD-based console, etc, 
They didn't even have the price there. 
Commodore must know that this 
would be turning people away from 
the Rolls Royce of a CD32 to the 
Skoda of a CD-i. Surefy Commodore 
should put their foot down or they'll 
be losing money? 

Robert Wilson, 
Coventry. 
PS. When's Mortal Kombat coming 
out on CD32? 

P.P.S. Any chance of a photo of 
Jenny? 

That's not really Commodore's 
fault - after aft, it's up to Comet 
what they push in their shop. As 
CD12 sales increase and more 
CD32 software becomes available, 
you should see a turn around. 



Dear The One, 

I am a games pirater (boo! hiss!). I am 
ashamed of the fact, but do it any- 
way. The reason for this is that I just 
can't afford the price these games are 
sold at. I buy budget games and am 
going to buy Stardust because it is 
£17, but £26 is too much. 

I believe the pirating problem is in 
a vicious circle as I know I would buy 
games, not pirate them, if they were 
£17. Because of piracy, the games 
have to be sold at 126, and because 
the games are £26, the games have 
to be pirated.., and on... and on, 

I feel I could justify myself. I pirate 
games and think This is really good, 
I'll buy their ne*t game', but if I don't 
pirate the games I don't get to see 
the games at all and lose out. My rea- 
son for pirating does no harm to the 
software firms as they wouldn't 
receive any money from me whether 
I pirated the games or not. 

There are some who could afford 
to buy the games yet still pirate, and 
I think they are the gits who are 
destroying the software industry not 
me, I know I'll be hissed off when my 
first two games come on the market 
in the next year (I'm not going to tell 
you what they are, because you'll 
just slag them off when they came 
out) but that's life and it would be 
all I deserve. 

MrX. 
Xmonr. 

Yeah, he's right you know. Those 
are trie exact same reasons I'm 
going to nick a brand new 
Porsche. After ait, it they cost 
£200 I'd buy one, but t fust can't 
afford the price they're asking. 
And if I don't nick one, how 
would I be able to find out how 
good they are and see whether 
their next model is worth buy- 
ing or not? 
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ic! Blimey, we've positive- 
ly overdosed on festive 
cheer this year. We've 
teamed up with our great mates up 
at Ocean to offer what has to be 
one of the best prizes an Amiga 
games player could ever wish for. 
It seems that dreams really do 
come true at Christmas! 

Yes, contained within the neitt 
three pages is your chance to win 
EVERY Hit Squad game EVER 
released (worth over £B00l 1 1), And 
that's not all. The lucky winner will 
also be able to claim a free copy of 
every full- price game Ocean release 



MATCH T 



over the next twelve months, and 
when you consider that that's 
going to include such delights as 
TFX r Odyssey, Mr Nutz, Ryder Cup, 
along with a whole host of others 
(some of which are big name 
licences, but we're not allowed to 
say anything about them at the 
moment) then you can see that this 
really is a prize worth winning. 

Obviously a prize like this 
deserves to be awarded to an extra 
special person - someone who can 
prove they are worthy of such a top 
freebie. So we've devised what 
must surely rank as one of the 



toughest quizzes Ever, Just fill in 
the entry form on page 26 (or a 
photocopy, if you don't want to 
tear up your magazine) and send it 
to Bumper Festive Compo, The One, 
30-32 Farringdon Lane, London 
EC1 R 3AU. Don't worry if the ques- 
tions appear to be too tough - if 
anyone gets more than 50% correct 
I'll eat my socks, Or I'll get Matt to, 
at least, The closing date is 21 st 
February 1994, after which well 
pick one lucky winner who'll be the 
recipient of the biggest parcel ever. 
So eyes down, etc.etc. Prepare 
for some serious brain taxing 



ANAGRAM 
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Oh no! Someone's take a 
number of chart-topping 
games and rearranged the 
letters. Sort them out for 
us, would you? 



Below you'll find ten intros to ten of this year's reviews. All you have to do Is match them upl 
(i> 



f 

(3) 
(4) 

<5> 

(»> 
(7) 
(8) 
(9) 



Hip Chimp 



Hack f labs 



®<10> 



Such An Ice Ant 
Reed Risk 
Or Dan Can 



r Gnus 
Acre Simon 

eeth For A Oat* 



rub I' 



' d was "as m 
you can 
_ someone kills you" 
with that Matt Broughton 
nted off into the distance, 
to be seen again. 
I Upchurch chomps o - 
burger and carefully puts 
wrapper m the bin in his t 
minded review of Virgin's plat- 
form blaster. 

" lave you heard the one 
. the two goblidjns who, 
having escaped from one silly, 
illogical adventure, ended up 
in another? No? Simon Byron 
has. 

unchurch visits Itel 
ores. Monte Carlo, 



II in 



d Upchi 



big throbbing 



*ws 



played every football ga 
e is! He's even good at oi 
or two of them! Yes. it's The 
One's very own Kev Keegan, I 
Matt Broughton! 
Brack, brack, it's Simon Bynx 
using the word 'chicken' twe 
times {including this one) as . 
checks out Mindscape's cute 
platform game. 

the big orchestral fanfart 



always 

tt 'how do you spell 
roughton travels t 
■and to tackle 

latest ftPG-ish 



voyage 
i Jones and the 
ate of Atlantis 
ins 2 
e Mower 
Arenas 
obal Gladiators 

■ Sports Challenge 
lion 

- -n Champions 
I Chicken 



COMPETITIO 



DEMOS, DEMOS, DEMOS 




Above you'll discover some vastly 
enlarged screenshots taken from 

coverdisk demos we've given away supplied. Easy, eh? 



over the year, AM you have to do is W 
name each one from the options 

(C) 
(D) 

(E) 



ba 'N' Stix 
urban Comma 



{H> 

(I) 

(J) 



o Santa 
or Who 



rtg Rubber 



SPOT THE 
BLURB 



This bit's quite tough. 

We've hand-picked a 

selection of magazine 

quotes printed on the back 

of five Hit Squad games. 

All you have to do Is 

match the blurb to the 

games.. 

(Even if you 

don't know, 

you can still -— 

work It out 

with a bit of 

common 

sense) 






<1) 

<2) 

m 

(4) 
(5) 



(A) 
(B) 

(O 
(D) 
<E> 



.. fun for all 
." Games X 
s of colour and lots < 
.J pictures make the 
me visually interesting. " 

illy it a superb area 
rsion." CU Amiga 
ic arcatts ad ion 
ished with a torrent i 
... addictive as the co 
Zap (Amiga) 
litely worth a play c 
o. or maybe lots " ClrVi 
a) 

the Planet of 










Hang on - aren't these two Burning Rubber pictures Identical? Nope - there are five 
subtle differences and all you have to do is tell us which squares they're in. 
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Name the odd one out from 
this selection of goodies- . 



(i) 
(3) 
(*) 

(5) 

(*> 

(7J 

(81 
(9) 
(10) 
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Just answer the bleedin' questions! 



<l> 
(2) 

W 



■■■^■■■■■■i 



(8) 
(10) 



Ralph? 

Ocean game was a conversion of a fi>r 

Robin Williams? 
ich Ocean game did the Utah Saints 
e the intro music? 
Ocean movie licence was created 
DID? 

ich Ocean game was a conversion of a fill 
starring Bruce Willis? 
Which Ocean game was the sequel to 
Rainbow Islands? 

Which Ocean game was a licence of a 
"atmi film? 
Ocean game was a licence of a 
rton film? 

Ocean game was a licence of a prehis 
rg film? 
games were licences of 
aul Verhoeven film? 



Here are fifteen The One-related 
questions from the past year. Just give 
the correct answer to each and you'll be 
laughing. 



Or 



15> 

(6) 

m 

(8) 
(9) 

(10) 
(11) 
(12) 
(13) 
(14) 
(15) 




d Champions! scored 18% overall 
in our January issue. But what was unusual 
bout its percentage for sound? 
ho wrote January's Psycho Santa coverdisk 

n the Febru.. I, "If the Amk 

as to die tomorrow, then the industry would 
ive a big problem"? 

e previewed FA Premier League Football 
ay back in February, but since then the 
ime has had a change of name. What ho 
>en changed to? 

One bid a sad farewell to a team mtmbe- 

ch Who was H? 

jas Crystal Kingdoms Dizzy different tc 
other Dizzy games it followed? 
it comic-book character was featured on 

i cover? 

was the first word of David's Superfrot 

;t? 

the oh so lovely new staff member w* 

■d up in the Reviews intro page for the 
st time in June? 

drew the Jurassic Park artwork for the 

'Sue? 

•nother new staff member appeared in 

kit who? 

t complete game from Thalion did we 

way in August 

t new Amiga was unveiled by diddy 
Upchurch in August? 

h Big Breakfast star co hosted 

mber's CD32 launch? 

h game scored the highest in October: 
a star or Disposable Hero? 



ENTRY FORM 



Stick your answers on this (or a photocopy) and send it to: Bumper 
Festive Compo, The One, 30-32 Farringdon Lane, London EC1R 3AU. The 
closing date is 21st February 19*4, after which we'll pick one lucky per- 
son who'll win every Hit Squad game ever released, along with every 
full-price Ocean game released during 1994 (please state which format). 
If no-one gets all the answers right then the winner will be the person to 
correctly answer the most questions. In the event of two or more readers 
correctly answering the same number of questions, the winner will be 
selected randomly. The Editor's decision is final and no correspondence 
will be entered into. There is no cash alternative to the prize. 





Post Code ..„ 

Machine Owned (Tick) 
A500 A12Q0 



CD32 



yji 




Our goofy hero and his friend - an intelligent alien stick ■ 
have crash landed on a weird planet after being captured 
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must use his stick in a variety of different ways to solve 

puzzles, overcome adversaries and foil the comedic 

attempts of his kidnapper to recapture him in this 

horizontally scrolling puzzle. 
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Core Design Limited, Tradewinds House, 69-71 A Ashbourne Road, Derby DE22 3FS. Tel: (033?) 297797 Fax: (0332) 381511 
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Veah, yeah, yeah... we've read tons and ions about what the CD32 can do but what's it 
like to program on? Obviously the best people to ask are Tony Crowther ('Rati'}, Ross 
Goodley ('Wyvern') and Tony Lazzerini ('Tony'), the team behind the immensely excellent 
Liberation. Simon Byron has a quick chat... 



54 then, Liberation team, you're the first pro- 
grammers to write a CD £ 2 -specific game, 
What were your original thoughts on the 
CD 3 2 and have those changed now that 
you've had hands-on experience with It? 
RATT: The first CD32 we had was an open cir- 
cuit board nailed to a piece of wood! The new 
black box looks nicer.,, but it looks cheap. Well, it 
is cheap, The machine itself is missing a floppy 
drive - the 1 K internal non-volatile RAM it a pret- 
ty lousy substitute, especially for a role-playing 
game. I was pleased to seethe byte-per- pixel chip, 
but we didn't use it as the project was well under 
way before we were informed about it. 
WYVERN; I was really quite excited about it, I 
must admit, and even having been driven mad 
by it I still think it's a damn good machine. On 
balance I think I'd probably have been less enthu- 
siastic if I'd had any idea of just how much WORK 
it is to fill 600-odd Megabytes, but that's just 
'cause I'm idle ■ no reflection on the machine. 



Why did you originally decide to change Lib- 
eration's primary format from the standard 
Amiga to CD12* 

WYVERN: One day Mindscape turned 
up with the world's first electronic fire- 
wood, the nondisclosure agreement 
from heli, and an interesting story 
about lots of storage And like the 
idiots we are we fell for it. 
RATTs Had I known what was 
involved in CD development 
beforehand I might have said no 
when it was suggested we 
develop Liberation for it. Devel- 
oping a 300 meg game on a 100 
meg hard drive was a slog, and 
modeming 1 megs at a time was 
a joke. But it was exactly the right 
game to be translated to a CD- 
based machine. 

TONY: This my second CD32 pro 
ject, so 1 already knew what it was 
capable of. Basically, I think CD is 
the way all games will go, with 
loads of gamepiay, speech, 
masses of graphics and PROPER 
music. We were just the first! 




(Above) Ladies and gentlemen, please welcome, 
Mr Tony Crowther, one of the Liberation team. 




(Above) Liberation, the first game to make full 

use of the CD32 i capabilities, 

(LeftJ Captain Planet, ane of Tonys earlier games, 



How much development time did this add to 
the game? 

RATT: Lots! The animations needed a CD32 1 6- 
bit 44KHz stereo soundtrack, with mixed sound 
effects and speech. The wall-sets had to be drawn 
and the spent h had to be sampled. The save game 
had to be packed into IK somehow. We had to 
develop a control system for the joypad - this 
probably took the longest to do. That's just the 
functions, we then had the problem of writing 
the code to do all of the above. 
WYVERN: Yup, the joypad game controller alone 
has added months to the development time, and 
probably subtracted months from my life 
expectancy. A mouse, a mouse, my kingdom for 
a mouse. 

TONY: And that's just the computer side of it. 
We had to compose over 30 minutes of full 
orchestral score. I think Mark Knight did a brilliant 
job - best game music ever in my opinion, 
Because it's on CD (and will work in a normal CD 
player) the quality had to be full studio, so we 
recorded and mixed the whole thing in a profes- 
sional studio- 
Then there was the script. Kim Blake wrote 
more than you get in three full-length movies! 
And she got the mood just 
right, We used professional 
actors for the voices, but 
even so it took about 10 
hours to record a single 
character. That got it as far 
as DAT tape, but then it had 
to be sampled into the 
Amiga, Each character 
ended up taking nearly 10 
days and over a thousand 
sample files, 

T hen there were the 4000 
levels to design ... 



Dd yau think that moving 
to the CD32 has resulted 
in a better game? 
RATT: No doubt in my 
mind, it would have to 
have been on 300+ floppies to achieve the 
same results. Also, it's faster than the A500- 
TONY; Absolutely This game sets the stan- 
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dard against which future games will have to 
measure up. Once the public gets used to hearing 
characters speak and listening to real music, they 
won't want to go hack. Although some people 
argue CD games should be cheaper (because they 
are cheaper to replicate), the public is getting a 
much better piece of entertainment than a con- 
sole or floppy game. I think CD games are loads 
better value than console games. 



Do you think you've used the machine to its 
full? 

RATT: Well we have about 1 00K of memory free. 
We use the AA chip set for speed and extra 
colours. We use the CD drive for storage and 1 6- 
hit audio. I think we are the first programmers 
to have a ten-minute anim with non-stop 1 6-bit 
audio running at the same time. 

We didn't use the double-speed drive because 
the only place it works reliably is at the edge of 
the disc. But the data track has to come first, so 
if we had padded it to the end of the disc there 
wouldn't have been any 16-bit audio. 
So yes, I think weVe used it to its full. 
WVVERN: It's working its little wossnames off 
in there. We have more polygons in one object 
than some games have on-screen, for example 
I'm interested in the byte- per- pixel chip, though. 
Using that could make life both easier and pret- 
tier. Next time... 

TONY: Well, we wanted more speech, more 
music, more graphics, more monsters, more 
sound effects, more level, but the disc is to all 
intents and purposes full. So, yes, I guess we did. 



Haw does writing a game for the CD32 differ 
from writing for, say, the A1200 or the A500 
and A6O0? Did you find it hard adapting to 
the CD32? 

RATT: In essence the CD32 is an A1200 with a 
CD drive, or an A500 plus an AA chipset, so as a 
machine goes we knew it before we saw it. The 
big difference is its disk storage capability. Too 
bloody much if you ask me, But with what would 
have been a 300+ floppy game it sure saves on 
disk swapping. We had to use much more man 
power for the extra things like speech, sound mix- 
ing and graphics ■ the artist bey,jn «r> hate me 
near the end of the project with all the work we 
loaded onto him. 

WVVERN: What we have here is an A1200 with 
enormous storage. Nine hours of speech requires 
perhaps ten times that long to sample, and as 
long again to check. And 70+ wall sets might 
have been something of a bind if we hadn't 
pulled all the others onto the project. 
TONY: You need a much bigger team if you are 
going to get serious with CD. Game development 
is edging towards Hollywood, with the same sort 
of teams (and wouldn't it be nice if we had the 
same sort of budgets, Mindscape!). 



If you could change anything about the CD32, 

what would it be? 

RATT: More nonvolatile Ram! It's a shame it's 
a 68020 - they tould have used a 30 or 40 - but I 
do see the logic in cost saving, All in all it's not a 
bad machine, 
WYVERN: Yeah, if they'd put a K30 or K40 in it 
fwhat? - Everybody] I'd have sold my granny 
for one, as it is it's only worth a cousin or 
two. 





TONY: Agreed, but for me the whole thing looks 
crud • Commodore must have sweated nights to 
get it to look SO tacky. 



Did Commodore give you any assistance dur- 
ing development? 

RATT: They did try, God bless em, but they were 

as lost as I. Much of the help came from some 

demo material and we just hacked through it. 

They did come up trumps once I had already 

solved the problems, at least. 

WVVERN: Yeah, I think they did their best, but 

some of the new system libraries have been an 

awful lot of trouble- 1 don't like having to rely on 

other people* s code at the best of times and some 

of this stuff was pretty flaky at first. 

TONY: The manual is great for the smallest room! 



(Above and left) The original Captive, forerunner 
to the ground-breaking Liberation, In those days 
we didn't have smooth- strolling scenery and CD- 
quality sound, Oh no, we had to make our own 
entertainment... 

Do you consider the game to be strong 

enough to entice Amiga owners to upgrade 

to the CD32? 

RATT: I've no idea on how well it will sell, 

although I do hope enough to get some royalties 

I think the game itwhat most people would want 

to see from a CO machine and this gives you the 

lot. 

WYVERN: I'd like to think it will sell well, but 

we'll have to see Sometimes things just don't 

catch the imagination of the buying public, no 

matter how good they are. I'm quietly confident. 

but keeping my fingers crossed. 

TONY: We've had great reviews so far - the best | 

yet for a CD title. You'd better hope your Dad 

doesn't get you a Sega CD for Christmas. 



So what's next for you? Liberation: Captive 

3 perhaps? 

RATT; Christmas and beer and a break from a 

two-and-a-half year project. There are rumours. 

but nothing concrete. Except the beer. 

WYVERN: Yeah, a bit of a break. We've been 

working our little butts off on this one and the 

strain is beginning to show. 

TONY: Something with MPEG and a proper 

game, I hope... 



RATT'S NOTE TO CD PRODUCERS 

"Release all good titles on CD - as there is insufficient software base to make it a 
top -selling machine - and with a price lower, if not the same as, floppies. A 
three-disk game costs about the same as a CD to produce, plus It has the added 
attraction of no disk swapping and piracy is at a minimum. Also, magazines stop 
downgrading games because they're the same as the A 1200 as this calls for the 
need for all games to be specially written with more and more features, causing 
ind fewer prod 
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200 ft. 6>00 kts. Y'ou lead a formation of six Tornados dttp into enemy 

territory. Terrain following system on. Mission planned to the last detail. 

Split second timing for a synchronised attack with pin-point accuracy, 

Discover what real Tornado pilots mean by i 

"target-rich environment". Co it alone or take 

the squadron - the choice is yours. Tornado. 

Unbeatable. 






' ?nora simulator training to multi-mission campaigns- 
' Unsurpassed real world detail 
< User-guided bombs, JP233. Alarm 
nod more! 

■ Unequalled authenticity 

■ Night Dying k Low visibility 
- 2 player he ad to head 

PC Scree* Shots Jfaeioatar's t 
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Pilots cockpit 





Stunning detail 



JYatfigator's cockpit 



\ 



Sophisticated mission planning 



CD ROM - £49.99 



IBM PC ■ £44.99 
Amiga - £34.99 



Atari ST/STE - £34.99 




AuKsome missions 



Digital Integration Limited.Watchmoor Trade Centre, Watch moor Road, Camberley, Surrey GUIS 3 AJ. Tel: (02 76) 684959 



% 



^ 



V 



~m 







>1 



r 

■ 



v 



fe 



Wils 
you 



S? 



r over 40 YEARS 
's been making us 
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razy! Now 
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eff couldn't lake any more. Looking 
down from the ledge, everything 
seemed so clear - <me simple act of 
gravity and it would all be over. Jeff 
dropped his last cigarette and watched as 
it tumbled away, taking forever to reach 
the concrete below - he would have no 
such problem. Suddenly a man emerged 
from a window just metres from where 
he stood. "Don't try to stop me" Jeff 
called, moving closer to the edge. "I 
won't" replied the stranger r "1 just want 
you to look at this." A small package slid 
toward Jeff, who opened it cautiously. 
His eyes widened "Ally Cod," he 
mumbled climbing back into the building, 
"and to think I nearly missed this". Back 
at the station the police congratulated 
the stranger on saving the man's life 
"Don't thank me" he replied, "It was all 
down to this month's Work In Progress". 
And of, course, it was. 




Fairly predictably, Simon Byron brings you part two of our three part exclu- 
sive and quite literally huge WIP on the sequel that David Upchurch is 
already describing as "Heimdall 2, isn't It?*. Wow. 



Simon Byron is a hardy gent, and no mistaking, but where would he be 
without his best adventuring trousers. Core's follow up to the ever popu- 
lar Curse Of Enchant id gives him the perfect opportunity to dust his pants 
down and have a butcher's. 



Having seen Matt Broughton, you can probably imagine how happy he is 
at the thought of spots being cool - he now has the 'coolest' face in the 
history ef journalism, When he's not being confused though, you'll find 
him with Virgin's Mega Drive conversion, 



Matt Broughton is the sort of bloke who disappears down the comic shop, 
wastes £10 and then explains that Captain America is 'adult literature'. 
Thus he's the perfect persorrto take a look at Alternative's new licence, 



ROBINSON'S REQUIEM 
DARK BLADE 
HERLOCK N 



Matt Broughton returns and takes a good look at four more mini 
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Eyes down, look in - it's time for part two of our EXCLUSIVE look 
at Core's already fab-looking adventure thingy. Hurry along now - 
Simon Byron's waiting for you. 



THE STORY SO FAR... 

Ged, Jerr and Dave are working on the sequel to Hehmdall. Simon has decided to do a three- 
part running commentary of the development of the game. Jerr's dogs almost gave the 
dashing young jourrm a sex change when he arrived at Heimdatl 2's HQ for the first time. 
Bobby isn't really dead - instead, he's re-emerged as Dave's long-lost half-sister's daughter. 
Ged is plotting to shoot Jerr, even though Jerr's been shot before, Aparrently it's got some- 
thing to do with the ratings for this series. What will happen next? And does anybody care? 
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You really would not believe 
how far Heimdall 2 has 
come since our last sneaky 
peak. Instead of looking like a series 
of unrelated screens with not a lot 
going on in them, it's now showing 
a 'great deal of promise', as my 
Headmaster used to say [I think 
you'll find that was 'Git' actually - 
Matt). But before we get down to 
the nitty gritty, let's ask Ged how 
his month has been. 

"It's been one of those months 
where you think you've done a lot 
but hardly any of it is noticeable. 
We've added to the game engine so 
that most of it's in there, apart 
from a few of the combat routines 
- some enemies run around ran- 
domly at the moment, hut that will 
all change. Now we'll turn our 
attentions to the room- specific 
stuff such as the individual puzzles 
and quests. 

"As you program a game, you 
discover little bits of code you can 
write which will help you in the 
long run. You often spend time 
writing more background bits than 
brand new bits of codes but I think 
we've now reached the stage 
where the majority of the final 
game engine is written and 
waiting to be tweaked." 



Heimdall's world is now almost 
fully operational. The background 
animations have all been imple- 
mented; doors swing open and com- 
puter-controlled characters go about 
their daily business, that kind of 
thing. What's impressive about these 
incidental animations is their 
smoothness - you'll not find any jerky 
movements here, mate, 

"There aren't that many frames 
making up the background anima- 
tions/' admits Jerr, "but because the 
game is running so fast if gives the 
impression that there are, as well as 
making everything move smoothly." 

You can now chat to most of the 
in-game characters via a handy con- 
versation system. Whenever you 
bump into someone, anything inter- 
esting they think you should know is 
displayed on-screen so you can 
digest what they've got to say and 
gain additional information which 
should help you complete your vari- 
ous mini -quests. 

"The reason we've got the text 
appearing on-screen is so we can 
have the characters animating at the 
same time, as if they're talking to 
you,' 1 confides Ged, "The problem 
here is that because I'm having to 
display the text, the background and 
the animations at the same time, it's 



using a lot of processor time. I've had 
to optimise things so that it all 
wouldn't slow down when there's a 
lot of things on-screen." 

"But it's been worth the aggro." 
explains Jerr„ "because in the I ir-,t 
game you'd wander around just 
showing people items and not hav- 
ing proper conversations with them, 





The graphics dotted dround the 

page are taken from the A120Q ver- 
sion, drawn in 25-6 colours, 




Although the most of fnpmies have been placed on-screen, their logic still 
isn't fully implemented to the Hakrat stood at the top of the stairs, er, 
stands at the top of the stairs most of the time. This will change, though. 
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PROJECT: Heimdill ] 
PUBLISHER: Core Design 
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DEVELOPER: The 8th Day: Ged Heaven ey (programming); 
J err O'Carroll (graphics): Dave Keogh (additional game design); 
Martin iveson (musk) 
INITIATED: April 1993 
RELEASE: Easter 1994 

If they had anything interesting to 
say then you'd get a parchment say- 
ing something like 'Find object X, 
Return it here' which was a bit crap, 
basically, Now there's more hum our 
and character. 

")'m not sure how many lines of 
text there are within 
the game. We wrote 
the story and rough- 
ly scripted what 
each character 

would say during 
the initial game 
design but what 
we've found now is 
that as we continue 
writing and devel- 
oping sub-plots, we 
need to adjust the 
conversations so it's 
very much an on-going process. 

"We're going to make it so that 
when you return to someone they'll 
remember you, so you won't go 
back to someone only to find them 
saying 'who are you?' or something. 
That way it's far more realistic and 
should add to the game's continu- 
ity " 

Designing the locations hasn't 
been that much of a problem, but 
the team have had to adhere to 
strict guidelines, as Jerr begins to 
explain. 

"At the very beginning of the 
game, Ged and Dave would come up 
with an idea for a room and pass 
their ideas onto me. Then we'd con- 
tinually fax each other with new 
ideas until we came to what would 
then became the finished location." 

"Because of the Amiga's memory 
restrictions we have to design all the 
maps using blocks, which is a real 



It's been one 

of those months 

whore you think 

you've done a lot 

but hardly any of it 

is noticeable. ■ ■ 

e«d Keaveney, ' 
H«)md*ll 2 co-creator. 



pain because you COUlcJ do a lot 
more if you could draw the locations 
as a single screen/' reckons Ged. 
"The reason for using blocks is that 
you can save memory by repeating 
them. Each brOck is sixteen pixels by 
sixteen pixels...'' 

"...The trick is 
trying to draw them 
in such a way that 
they don't repeat 
too often," inter- 
jects Jerr. 

Undeterred by 
Jerr's interruptions, 
Ged continues: "Jerr 
builds up a block 
file for the whole 
island, which is 
haskally a DPaint 
screen full of indi- 
vidual 'jigsaw' pieces. I then take this 
file and instruct the program to 
place certain blocks here, other 
blocks there, until I've rebuilt the 
original background. It's time-con- 
suming, but the memory you save at 
the end of the day more than makes 
up for this. 

"I can't wait until we're able to 
write games for the CD-based 
machines because we'll have so 
much more freedom, We'll be able to 
create massive backgrounds stored 
as a single screen and not have to 
adhere to the strict rules that go 
with manipulating blocks;" 

"I was originally designing all the 
backgrounds on the PC and then 
reducing the colours using a piece of 
software," remarks Jerr, once again 
preventing Ged from getting all the 
attention, "but that ended up look- 
ing a bit ragged. Now I do the 
reverse: draw the backgrounds on 




(Above) All the locations have been 
designed using a number of pieced- 
together blocks, although you 
wouldn't realise it, would you? 








The adventure will take you to 
many places and as you can see 
from these shots, many will have 
different 1,-^fHv 



the Amiga and then add colours for 
the PC version. This will be another 
advantage of the CD machines - 
we'll be able to use the same 
amount of colours for almost every 
format." 

The team work from the respec- 
tive houses and meet up at least 
once a week to discuss the game's 
progress. "There isn't that much 
point in us all being crammed into 
one room," thinks Gedd, "we con- 
tinually phone each other if there 
are any problems and even if we 
were in the same location, if one of 
us has a problem then there isn't 
much the others can do about it 
because our jobs are completely dif- 
ferent. I wouldn't be much use to 
Jerr is he was having difficulties with 
some sprite screens. I'm crap at 
drawing and Jerr's crap at program- 
ming." 

As we've all gathered, the origi- 
nal game was flat and this one, er, 
isn't, so Ged had to create a new 
programming routine to incorporate 
this aspect of the game But because 
he's so talented (well, so he reckons 
anyway), it wasn't that much of a 
problem. 

"It wasn't actually that bad 
There are a number of hidden 
lines stored within each loca- 
tion that tell the program 



c\ 



d. 




WORK I 



PROGRESS 



(j 



exactly where all the walls and back- 
ground objects are so that when 
Heimdall is trying to walk through an 
obstruction it prevents him from 
continuing in that direction. There 
are also a number if lines which tell 
the program to initiate the 'going up 
stairs' routine and Heimdall reaches 
one of these then he'll move tip a 
level, So it looks as if he's moving up 
the stairs but actually the sprite is 
just being shifted around the 
screen." 

It seems as if no problem is too 
great or insurmountable for the 
Heimdall 2 team, which is mainly 
thanks to their experiences with the 
first game. 

"We know more this time.'' 
enthuses Sed. "Last time we came 
up with brilliant gameplay ideas but 
when it came to writing them we 
found we were a little too optimistic 
- it was down to experience, really 
Heimdall 2 has gone a lot smoother 
but there's been a heavier workload 
because we J re trying to put a lot 
more into it. 

'The hardest part so far has been 

writing the artificial intelligence for 

the baddies We've given individual 

characters any one of a number of 

personalities'. People will be passive 




Although there's nothing going on 
here. I expect that this is a very 
important part of Heimdalfs quest. 




One pf the exit) from this room ends 
in instant death if you attempt to 
leave through it. 







For no apparent reason whatsoev- 
er, Heimdall decides that it 
would be a good idea to stand 
on top of a wooden platform. 
He'* cr*:y. he really is. 





(AbOV«) I'm not implying anything 

here, but have you noticed that 
Jerr always draws his woman with 
prominent chests? If this is what 
the ladies he knows look like then 
I must remember to start hanging 
around with him. 

{Leftl Heimdall readies himself for 
the trio of Hakrats who will short- 
ly be attacking him. 



and mind their own business, peo- 
ple can be friendly and helpful, or, 
of course, they can be openly hostile 
and violent. But on top of that there 
are other traits like how far they are 
prepared to go in a fight before they 
decide to flee. So by mixing a com- 
bination of traits you can create a 
whole range of different characters. 

"Everything Heimdall does in the 
game's world will alter something 
later on and whether or not a char- 
acter responds to that trigger will 
depend on what kind of person they 
are. It can get very convoluted and 
with computer characters having 
varying degrees of intelligence it may 
be a hard game to playtest. 

"We're going to get some school 
leavers in to playtest the game. The 
problem with our own testers is that 
they can get too close to the game 



and may not attempt the things that 
gamers may try when they're play 
ing. There are loads of things you 
wouldn't even think of to check." 

The next month of development 
should see a flurry of activity, as Jerr 
explains: "I'm going to get my hard 
drive repaired, first of all," he hopes, 
"it's just gone down, but thankfully 
everything was backed-up [there's 
a moral here, kids] After that I'll 
start work on the drawings for the 
manual - we'll be doing a spell book 
and possibly a comic strip intro - and 
Ged will be concentrating on getting 
the combat mode fully operational 
and tidying up the game-engine so 
that we can concentrate solely on 
the room specific stuff." 

And you'll be able to read all 
about it in the next issue of your 
super 13.95 The One. 



NEXT 
MONTH 

Boo hoo and all that, res, 
next month will see the 
end of our 3 part 
Heimdall 2 Work In 
progress so we'll be tak* 
ing a reflective look back 
on how the project has 
gone. With any luck, by 
the time we" Me finished 
chatting to the team, the 
game will be all but fin- 
ished, with only a few 
game play aspects 
missing. We might be 
able to catch a few words 
with the musician and 
maybe take a sneaky 
peek at the packaging. 
Exciting stuff, eh? 





Explaining the plot of 
the Wizard of Oz to 
your dad again. 




Politely ignoring granny's 
wind problems. 




Wondering if your entire 
family have shares in the 
"sock" market- 




Playing THE best 
games available this 
Christmas, brought to 
you by Mind scape, 




MINDSCAPE 

M1NDSCAPE INTERNATIONAL 
PRIORITY HOUSE 
CHARLES AVENUE 
BURGESS HILL WEST SUSSEX 
RH15 9PQ TEL: 0444 246333 
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As a first step into the adventure game 
world. Core Design's Curse Of Enchantia 
was reasonably well-received. Simon 
Byron asks the team responsible if their 
sequel will do somewhat better. 




to 



If I ever read a press release that 
doesn't contain the word 'inno- 
vative' I honestly think the 
world will instantly turn in upon 
itself and a shining healthy new 
planet will be born in its place. I'm 
about to let you, the reader, in on 
an area of this industry that is never 
normally seen by Outiide eyes. I'm 
■going to actually quote a real live 
press release to you. 

"The game [Universe] features 
3D rendered animations and arcade 
style sequences as well as an inno- 
vative S.P.AC. 256 colour system 
which runs on all Amiga formats, 
including the AbOO. This system is 
able to display Universe's digitised 
hand-painted scenes and their 
detailed, mood-setting background 
animations to full effect." 

So what on earth is SPA C. and 
how is it going to change the way 
you look at Amiga graphics for 
ever? For that we have to go to the 
programmers of Universe, Core's 
follow-up to Curse Of Enchantia, 
deep in the heart of Derby. 

"It's not a sequel to Enchantia at 
all," says Gary Ha nc lough, pro- 
grammer of Universe, "other than 
it's another adventure by Core. The 
actual storyline has nothing at all 
to do with Curse Of Enchantia. Rolf 
Moor developed the original 
storyline ages ago, so he had 
most of the plot worked out 



before we started- Since then it's 
been like an ongoing process, with 
changes happening as we go along. 
If we can't do certain things we'll 
alter the way the story works to fit 
in with what we can do." 

Although the plot is nothing to do 
with Enchantia, Universe does con- 
cern itself with a young boy dis- 
placed by time. Boris is a chap 
stranded in the future after messing 
around with his eccentric uncle 
George's experiments and inventions 
(every good lad should have a mad 
professor for an uncle)- The Virtual 
Dimension Inducer contained the 
kind of buttons,, switches and knobs 
that inspire fond memories in grown 
men of those far-off days in the Sci- 
ence Museum as a lad. What boy 
could resist? 

Not Boris, it seems, and so he finds 
himself spinning through time and 
space, landing on a barren asteroid 
in a parallel universe. From there the 
quest takes him (and, naturally 
enough, you) into a bitter alien war 
between the evil tyrant Nelamises 
and the mysterious Mekalien Empire. 

Says Gary: "Rolf did the original 
plan for the game, hut it's all 
changed quite a bit as we've gone 
through it, The trouble is, although 
the game is going to be released on 
the Amiga and PC, it was developed 
primarily for PC. So there's been a 
few problems with doing certain 



PROJECT: Universe 

PUBLISHER: Core Design 

DEVELOPER: In- home: Gary Hanclough (programming); 

Jim Sottomley-Hason (graphics); Stuart Atkinson (graphic*)! 

Rolf Moor (background graphics): Martin Iverson (music). 

INITIATED: November 1992 

RELEASE: February 1994 



things on the Amiga that were easy 
on the PC. The storyline has had to 
be changed as it's gone through. 

"One of the things that's normal in 
PC adventures is that all the charac- 
ters scale as they move 'in' and 'out' 
of the screen. We've got the main 
character scaling on the Amiga but 



to run the game sufficiently we 
can't get all the other characters to 
"In Jihe original storyline you met 
up with a character who then 
became your ally and followed you 
through the game. We had to take 
him out because we just didn't have 
the memory to scafe both the main 




Beautiful brilliant, dazzling, glit- 
tering, gorgeous, magnificent, rav- 
ishing, resplendent, splendid, 
stunning and sumptuous. That's 

how my thesaurus might describe 

some of the graphics in Universe, 

Gary describes th«m like this. "Rolf 

sketches the background then air- 
brushes them. We then scan the 
paintings in on a flatbed scanner 
on a PC, usually in 640x400 mode 
sq that it's really hi- res- Then we 
scale it down to 256 colours for 

the Amiga version, run it through 
the SPAC converter and 1 you have 
a background- then we get on to 
the animations for the background 
and then we do the background 
sprites. We have to do the back- 
grounds before we can do the 
sprites because the background 
defines the palette that the sprites 

can use." 
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character and that one on the 
Amiga. Still, nothinq ready major has 
changed as far as the gaitieplay 
gees, just a few tweaks to the sto- 
ryline to make it viable." 

Technically Universe does some- 
thing that's never been seen on s 
standard Amiga adventure before. 



It has up to 256 colours running at 
one time. "Rolf did the backgrounds 
on Curse Of Enchant ia and had no 
problems on the PC because he 
could use 256 colours. But we had to 
convert it to the Amiga using only 24 
colours for the backgrounds plus the 
eight colours of the main character. 



What we've got for Universe is six- 
teen colours for the main character 
and up to 256 colours on top of that 
for the backgrounds. The only prob- 
lem this causes is that it limits the 
artists doing the other sprites for 
each screen. They have to draw them 
from the set background palette. 




Hi! My f^ne is Boris and I was woncteritvs 
[f vol- kfYew rrtM tv-^t To the Wheetworld''; 
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«> it sot to dr> with t*ou. fatso? 



(Left) Conversations 
are now possible 
thanks to the inclu- 
sion of text. This also 

means that objp rts 

can be described easi- 
er and puzzles can he 
substantially more 
challenging ■ a main 
fault of the first 
game, "Rather than 
you having so many 
icons to choose from 
and you knowing that 
to solve a puzzle one 
of th* other icons 
goes in there, there 
are ngw a lot more 
puzzles and a lot of 
different things you 
ijn do with them " 



The problem with the 

icons in Curse was that i 

was hard getting the def 

initiott into such a small 

space on the jjs)er«en. 
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(Above) This is where it all starts, on a 
barren asteroid that somehow supports 
life. From here it's headfirst into an inter- 
galactic war and hiiarre alien landscapes. 
Notice the main character, Boris. "The 

main character is digitised," reveals Gary. 

"We went to a proper professional pho- 
tographer's Studio to digitise the main 
character. Then we scanned him in, shrunk 
him Oowfir pushed him about and so on. 
Ha is in fact the background artist, Rolf." 



There's no way round it." 

One of the other changes Uni- 
verse has to offer is the inclusion of 
on-screen text- One of the biggest 
criticisms people had of Curse was 
that there was no text anywhere in 
the game. Most objects were just a 
couple of pixels and all conversa- 
tions were done using icons. None 
of it felt very real to Gary, "Where- 
as in Enchantia you might see a coin 
on a table that had to be picked up 
and used later on in the game, you 
wouldn't actually know it was a coin 
other than the fact that a couple of 
pixels flashed. Now you can actually 
go up to the coin, look at it, pick it 
up and examine what's on it. The 
problem with the icons in Curse was 
that it was hard getting the defini- 
tion into such a small space on the 
screen. It was difficult to get them 
to look like the things they were sup- 
posed to be." 

So, Universe contains over 256 
colours on a standard A500 It has an 
improved interface and a well devel- 
oped storyline. Also, according to 
Gary, it will have cinematic music 
that follows the action on screen, 
changing according to the situation. 

Sounds pretty sumptuous if you 
ask me. There's still one question 
that's been unanswered, though. 
Just what is S.P.A.C.7 "Because the 
Amiga version of Universe has up to 
256 colours on screen," explains 
Gary, "I had to develop a utility that 
allowed you to do this. The only 
problem is the Amiga doesn't have 
256 shades, so when you take a 
screen from the PC and convert it to 
the standard Amiga you lose some 
of those shades. Our artist kept say- 
ing that it kept 'spacing' our pic- 
tures, hence it was christened SPAC 
mode. Rolf did come up with art 
acronym for it: Super Pre-Adjusted 
Colour. It was nothing to do with 
me, though, I just wrote the 
program," Those program- 
mers, eh? 
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Fido Dido may be the coolest thing since Walt Disney went into the deep freeze on this 
side of the Atlantic, but over there the spiky-haired one has been replaced by a red spot 
with shades. Simon Byron was the only one of us cool enough to check out his exploits 
on the Amiga. 
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It's a bit of a sick joke when you 
think about it In the good old 
US of A the lead character from 
the game Cool Spot is used to 
advertise the popular fizzy drink 7- 
Up Yet what is the key ingredient 
in the popular teenage malady and 
anxiety developer that is acne7 Junk 
food such as the aforementioned 
soda beverage. 

Of course, this is a mere 
bagatelle to the console industry 
Of much greater concern than mere 
teenage angst is the performance 
of Virgin's Cool Spot, This is not, as 
you might think, the area of their 
office that contains the refrigera- 
tor, but the rather snazzy platform 
rompery that has been received 
with much joy and vigour on the 
Sega Megadrive. 

John Twiddy of Jaguar Software 
Consultants is no stranger to Stylish 
platform games having been one 
half of the team that put together 
the astounding First Samurai (as 
well as being the man behind the 
conversion of Global Gladiators - 
also by the same American pro- 
grammer, Dave Perry) and it is 
upon his shoulders that the task of 
converting has fallen with a stag- 
gering thud. 

J 'Mev Dine and I were doing 
Vivid Image Design until a year ago 
and I think the experience of First 
Samurai took so long that's It's 
quite a refreshing change just to do 
some conversions," says John, 

You don't get a lot of freedom 
doing straight port-overs though, 
surely? "Not a tremendous amount. 
Ultimately it would be quite nice to 
do certain things in your own cer- 
tain ways, to leave your own mark 
on the thing. But at the end of the 
day Virgin have a game that is nice- 
ly tweaked and nicely playable so 
they feel it's better to stay with 
what they've got" 

In ease you're not familiar with 
the Mega Drive version of Cool 
Spot {and there's no reason why 

you should be}, let me explain 
what's going on, Cool is the 
last of a whole bunch of spots, 
the rest having been captured 




(left) Seeing as haw Cool 
advertises 7- Up in the States, 
his weapons take the form of 
product placement. In this 
case he fires little balls of car 
bon cited gas at all and sundry. 



(Below) The task for each level 
is to collect thirty spot* and 
then find the cage imprisoning 
your buddy. Quite why the 
spot* are necessary is anyone's 
guess but that's platform 
games for you. Spot's energy is 
depicted by the slowly peeling 
spot in the top left corner 
Occasionally a bad guy will 
offer up a spot-restoring 
potion to heal the sore, 



| There are a 

couple of things that 

could have been 

slightly better like 

the scrolling speed 

and maybe some of 

the backgrounds but 

play ability wise it's 

perfect. 
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John Roberts, 
Cool Spot's producer. 

by the rather oddly-named Wild 
Wicked Wilty Will tno comment), out 
to prove to a disbelieving world that 
these tiny creatures exist. Naturally 
Cool wants his buddies back so, 
armed only with his gassy bubble 
things {he advertises 7-Up remem- 
ber), he must 'battle his way past 
endless enemies in order to reach 
each of his buddies at the end of 
each level', and so on. 

Let's face facts, it's another colour- 
ful platform game with an implausi- 
ble plot Doesn't Twiddy think there's 
room for something a hit deeper 
with this genre? "I suppose at the 
end of the day it is just another plat- 
form game/' he agrees "I really think 
that the Mega Drive version is a real- 
ly nice platform game though. It's 
just such a cute character," 

The task of moving a game from a 
console to computer isn't an easy 



An agile chap, Cool doesn't just 
jump from one part of the screen to 
the other - that wouldn't be nearly 
stylish enough. If you push up 
while walking. Cool takes off into a 
triple forward somersault, landing 
with grace, style, poise and in the 
jaws of a waiting villain usually. 



The animation in Cool Spot is 
superb, with every part of Cool's 
body being used to perform each 
of his actions. When he jumps, he 
jumps with gusto. When he walks, 
he walks with a bounce- when he 
dies, he dies with the kind of relish 
not seen outside of Hollywood, 
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one. Especially when, like Twiddy, 
you're constantly being moved your- 
self from one project to another. 
John Roberts, Cool Spot's Producer 
at Virgin, explains; "Originally John 
was converting Cool Spot directly 
from the Mega Drive, but he got 
moved over to do Aladdin instead. 
However we didn't actually have the 
contract to do Aladdin at that point 
and since it didn't look like we'd get 
it all ready before Christmas, John 
was moved back on to doing Cool 
Spot and asked to get it out before 
Christmas." 

Despite all these moving viola- 
tions, both Twiddy and Virgin are 
more than pleased with the results, 
"We're extremely happy," exclaims 
Roberts. "There are a couple of 
things that could have been slightly 
better like the scrolling speed and 
maybe some of the backgrounds but 
payability wise it's perfect," 

The biggest problem facing Twid- 
dy was the mark down in graphic 
colours. "Getting the sixty-four 
colours of the Mega Drive onto the 
Amiga was the major headache. 
We've got it as close as possible and 
there are only a few small differ- 
ences. Instead of a red plane, for 



instance, there'll be a blue plane 
because of the palette." 

The other hurdle was down to the 
speed differences between the two 
machines. "On the Megadrive," he 
explains, "it runs at fifty frames per 
second. On the Amiga it's twenty- 
five, essentially half the speed. One 
area where I tried to improve this, 
which was also a part of the original 
game that I found very frustrating, 
was the speed of the main character. 
I found he didn't speed up fast 
enough when walking so I changed 
it slightly there/' The result of this is 
that although the screen itself 
doesn't move as fast as the Mega 
Drive version, the main character is 
actually slightly quicker and the two 
compensate for each other. 

Of course, accurate graphics and 
speed-up tricks be damned. Cool 
Spot's main selling point Is the 
potential charm of its central char- 
acter. Already a cultural icon in 
America (a task which it would seem 
requires nothing more than the abil- 
ity to appear on TV for ten minutes), 
it's debatable whether he'll be able 
to achieve the same kind of appeal 
over here. 

Virgin PR man Doug Johns seems 
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(Above) As with all good platform 
games, the central character has a 
variety of (Above) 'boredom' 
routines- In Cool's case these take 
the form of cleaning his glasses, 
clicking his fingers, yawning with his 
entire body and performing all man- 
ner of tricks with his yo-yo. 

(Below) Just to hammer home that 

Beach BumiRad/Ultra-Cool/Surfer Boy 
image that the programmer* insisted 
on inflicting the poor chap with, Cool 
starts the game by surfing atop a 7- 
Up bottle, It's not a patch on the 

Pepsi Max Dudes advert though. 



(Above) The crabs are the easiest 
pf Cool's enemies, rooted as they 
are to ■ single place, Other, more 
vicious nemeses include spiders, 
cheese-throwing mice, waipi, 
frogs and robot creatures. 




to think so. "Because there's been so 
much press from the Megadrive ver- 
sion - it's had really good reviews 
and was called a top game, certain- 
ly challenging most of the other 
platform games on the Megadrive 
(and that's a pretty big genre) - it's 
now Quite well known. 

"We had it going round a recent 
consumer show and we had more 
kids asking about him than any of 
our other characters. It seems to be 
coming in just after Sonic and Mario, 
obviously, and I've been told that 
there were more questions asked 
about Cool Spot than Zool, I think 
that's because Zool was on the 
Amiga so long ago and only now is 
it moving on to the SNES and 
Megadrive, which is quite a 
swamped market nowadays." 

It's pretty swamped over here too 
but Virgin are pretty confident that 
they have a clear winner on their 
hands. Of course, there's one thing 
that they should be worried about. 
Cool or no, kids don't like spots. 
We'll have to wait and see whether 
they'll greet this American icon with 
open arms or whether they'll be 
reaching for the Clearasil en masse 
(all these mentions of 7-Up, Clearasil 
and Pepsi Max • anyone would 
think I'm getting paid for these 
subliminal adverts... which of 
course I am). 
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Dennis and Gnasher 




Alternative 
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Matt Br oughton 
admits to have been 
in the Dennis The 
Menace fan club, so 
who better to look 
at the first of 
Alternative's Beano 
licences? 

As a child, I was a huge fan of 
comic-book characters (I'm 
not much better these days to 
be honest, it's just that nowadays 
my interest lies with characters who 
wear tights and fly) and what would 
you find standing proudly among 
my badge collection? Yep, my Des- 
perate Dan Pie Eaters Club badge 
and my Dennis and Gnasher badge 
(complete with shaggy hair and 
wobbly eyes). So it was with a nos- 
talgic whiff in my nostrils that I 
turned my attention to the forth- 
coming licence from Alternative - 
Dennis and Gnasher. 

Alternative's managing director 
was very keen to pick up the comic 
licence for some time, but DC 
Thompson (Dandy and Beano's 
publishers), being an old and estab- 
lished company, were wary of dab- 
bling' in what to them was a new 
technology. Alternative soon man- 
aged to convince them, though, 
and now we can eiepect to see 
other releases featuring Desperate 
Dan, The Bash Street Kids and 
Korky The Cat. But what's Den- 
nis and Gnasher all about 



then? Over to Richard Nay I or, D&Gs 
project director, 

"In the game you play the part of 
Dennis who lives in Beano Town. The 
story here is that four of Dennis's 
friends have gone missing and Den- 
nis has to go around Beano Town 
menacing various people to get 
help. Find a character and they can 
help you with other tasks - for exam- 
ple, once you've got Gnasher, you 
can control him with a dog whistle 
and use him to bite his way through 
areas of the landscape, giving access 
to other routes in and out of the 
town." 

Alternative aren't just concen- 
trating on Dennis and Gnasher - 
they've even included the whole of 
Beano Town, complete with all your 
favourite characters. "As you can 
imagine some of them are really 
weird - it's really surreal this place!" 
laughs Richard, "There's one partic- 
ular area you can go where every- 
thing is upside-down, it just blows 
your mind when you get to it - 
you're thinking what 
the hell is this? 
There are cas- 
tles and 
spooky 



buildings and all the rest of it 
you really need to have a took at 
the Beano to get some idea of it. 

"The whole town is actually 
mapped out and the DC Thompson 
people have been so pleased with 
the areas of the town that we've cre- 
ated ourselves, they're actually con- 
sidering using them as part of the 
real town in the comic," (At this 
point Richard realises that he's refer- 
ring to Beano Town as real and 
excuses himself for a coffee and a lie 
down - he's been on this project far 
too long,) 

Sly advertising for the game will 
come in the form of comic-related 
plugs and you might just find Den- 
nis playing the game in the real 
Beano ■ "Don't interrupt me now 
Gnasher, I'm playing this stunning 
game from Alternative with its hun- 
dreds of... blah, hlah, blah). 

Obviously there's no shortage of 
character ideas, but where did the 
idea for the game originate from? 
Richard: "Well, due to the view [i.e. 




sometric] it's 
difficult to say 
because I cant 
think of recent exam- 
ples, but go right back in time and 
there are things like Alien- B, along 
with others in the same vein, There's 
a lot of strategy and puzzle-solving 
throughout the game, most of 
which take the form of 'find a tram- 
poline, jump up a tree, find anoth- 
er object and use that , etc." 

The only real programming prob- 
lem has been cramming it all in, with 
something like 1500 screens of 
graphics to be crunched down - but 
Alternative are confident that they 
have a winner on the way. "Most of 
the character licences seem to be 
platform things, but this one really 
suits the character. Dennis is just 
right for this view - wandering 
round the town, attacking people, 
firing things, breaking windows - all 
that sort of thing." 

Hmm, not exactly good lessons 

for the kids, but then again, it could 

have been worse. It could have 

been "Street Fighter 2 - the 

Beano Edition". Frightening. 





NO WAY! Your Cool SPOT chums are locked away! YES WAY! You, 
as Cool SPOT are here to save the day! Quit gawping over the 
dreamy scenery, the awesome animation and most savoury 
sound around. Play! Man, this is the hairiest... I//' mS* 
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ROBINSON'S 
REQUIEM 



Far in the future, a brave scout 
officer is sent off on an assign- 
ment to reconnoitre an unknown 
planet. But little does he know that 
it's a trap, set up by the corrupt gov- 
ernment to get rid of this agent who 
has become, how shall we say, J a 
nuisance' to them. No sooner has 
the scout's ship neared the unchart- 
ed world than mysterious forces 
drag it down to the planet's surface 
where it tragically crashes. 

Fortunately the scout escapes 
from his ship in the nkk of time and 
now finds himself stranded in the 
middle of a mysterious jungle, 
equipped with only a survival kit 
containing medicine and tools and a 
micro-computer secured to his chest 
which keeps him informed of his 
physiological condition. 

The simple aim of Robinson's 
Requiem, which Daze describe as a 
'survival simulation/adventure', is to 
leave the planet. This takes the play- 
er through a novel scenario in which 
he'll have to confront numerous 
extra-terrestrials, as well as other 
'agents' who, like himself, have been 
condemned to this strange prison- 
like world for poking their noses in 
where they weren't wanted. 

If nothing else, Robinson's 
Requiem promises to be a graphical 
treat. The game 'universe' is viewed 
in real-time 3D and boasts such 
exciting features as texture map- 
ping, lighting according to distance, 
shade calculations and interpolation 
of altitudes {whatever that might be, 
but it sounds good). 

Overall there's something like the 
equivalent of five square kilometres 
of map area to explore and ten dif- 



ferent scenarios to tackle: Jungle 
forest, canyon, creek, extraterrestri- 
al village, underground passages, 
pot holing, lunar volcano, high-tech 
store and graveyard. 

Because this is a 'survival simula- 
tion', the characters you meet all 
serve a purpose rather than just 
being there to be shot. For instance, 
the half-prehistoric, ha If -fantastic 
hybrid monsters provide meat and 
hide, while other prisoner-, can be 
rob bed for t hei r a rm s ( not their actu- 
al arms, of course, but their 
weapons), food and clothing, Other 
creatures include cyborgs - respon- 
sible for protecting and maintaining 
the planet - and alien tribes - respon- 
sible for making you poo yourself- 

The game also simulates the 
human body and its functions, and 
all the variables are calculated in real 
time. For example, the fatigue of the 
player depends on his actions (run- 
ning, walking, fighting, etc), the 
weight of his bag, the infections and 
pains he experiences (illness and 
wounds), the necessary sleeping 
time, the outside temperature and 
the weather (phew!)- 

I don't recall having ever seen a 
'survival sim' before so the game at 
least promises to be something a bit 
different. You can rely upon us to 
give you more as we get it 
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DARK 
BLADE 



D.E.X. 



Oh, it's very easy to create a mood 
isn't it? I mean, let's just make it 
rain all the time, give everything a 
metallic look, and give all the char- 
acters a chiselled, David Bowie kinds 
look. Oh yes, and then we'll describe 
it as 'cyberpunk'. Very original, 

Blade Runner has got a lot to 
answer for if you ask me {and I'll act 
as if you did). If I had a luncheon 
voucher for every time I've loaded up 
a game for the first time and been 
confronted with a blue-black drizzly 
scene, I'd have enough to feed 
Upchurch for a week (i.e. a bloody 
huge amount of vouchers!). 

No doubt a glance at the screen- 
shots and my moaning have already 
given you the hint that Dark Blade 
is yet another journey into a 'harsh, 
post-apocalyptic world where noth- 
ing is quite as it once was, and every- 
one's so drenched with radiation 
that they have the grace and ele- 
gance of a deck chair'. Or something. 
This does score points for trying to 
be a bit different, though, as it's a 
bike racing game with bits of atmo- 
sphere chucked in for good measure 
and - even better - you've got 
weapons! Vessssssl! 

I would like to spend some time 
talking about the game and its sto- 
ryline, but due to that fact that the 
programmers come from some dis- 
tant country and I have no grasp of 
their language, I'm afraid to report 
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that my numerous phone calls have 
been fairly unproductive. As far as I 
can understand (and. ' hasten to add, 
this is following a conversation with 
the programmer Stephano Aquino, 
whose only words of English are 
"Yes", "London" and "No"), you 
must make as much money as you 
can by competing in a number of 
races stretching across the continent, 

As you race across the blasted 
lands you'll encounter acid rain, 
snow, radioactive wind, sand storms 
and eruptions to name but a few 
'natural' hazards, not to mention a 
number of opponents who can be 
rammed or shot at with your on-bike 
weaponry. After each stage, you can 
enter the various cities and make use 
of the bars to bet on race results, and 
visit shops where upgrades can be 
bought using your hard -earned cash, 

The game is flagged as containing 
features including speech, three lev- 
els of parallax and 7.BMb of graphics. 
it looks quite nice, but you'll have to 
wait until I learn a second language 
for the next report. 
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You might recall the European 
Computer Trade Show report 
that was featured in the October 
issue, but one thing Gary Penn failed 
to report on was the strange phe- 
nomenon that is 'Post'ECTS Disk 
Trauma'. This is a little known con- 
dition where members of the indus- 
try keep finding mysterious demo 
disks secreted about their person for 
months after the event. It's hap- 
pened to me [and I won't tell you 
where I found it) but thanks to this 
phenomenon, I can now tell you all 
about a little platformer by the name 
of Naughty Ones. 

Kompart's latest entry into the 
platform arena takes one player or 
two players simultaneously through 
five different worlds on a simple, no- 
frills points-collecting journey - that's 
right, there's no kidnapped girlfriend 
to rescue and there are no monsters 
from hell to defeat The different 
worlds each have their own trials 
and tribulations and consist of ten 
screens each filled with different 
point-giving items and bonuses. 

The first world is a blue/grey 
industrial world filled with flying and 
stomping robots, and you'll need to 
avoid moving machinery and spitting 
furnaces to move on to the next level 
- Crary Clocks, This world looks much 
like an old English library, with old 
clocks and numbers wandering 
around, throwing things at you. 
Strange. 

The Furious Fire world is, bizarrely 

enough, on fire as matches and 

lighters wander around trying to 

bum down the platforms on the 

screen. You're equipped with a 

fire extinguisher and have to 




stop the fiends before the whole 
world burns down. 

The domed towers of Moscow 
provide the back drop for the Red 
Russians world, where Cossacks, fly- 
ing hammers and sickles, rotating 
red stars, birds and tree dolls all 
take turns at trying to do away with 
you, and then it's on to the final 
world - Evil Egypt, 

Old King Kefren's pyramid is 
filled with treasures but it's also 
filled with mummies, snakes (I hate 
snakes Jock, I hate 'em), spiders, spi- 
ders and spiders. Make it through 
the pyramid in one piece and you'll 
have to deal with King Kefren him- 
self in all his lightning-spitting 
glory. All of the worlds also include 
bonus screens offering the chance 
to boost your overall score. 

I'm sure it will come as no sur- 
prise to learn that icons can be col- 
lected that provide the player with 
extra lives, invisibility, speed-ups, 
etc, etc, and there bt^ the obligato- 
ry end-of-level guardians to be 
passed, 

It might not sound very original 
or exciting, but it looks very pol- 
ished and the preview version we 
played had a certain Bubble Bobble- 
♦^quf t hrfrrn sn WriUh tflil \jj,ue. 



SHERLOCK NESS 

AND THE DINOSAUR 

DETECTIVE AGENCY 

Alternative 



When I was a kid I used to get up 
extra early on Saturday morn- 
ings to make sure that I didn't miss 
any of the cartoons that were on. As 
you might imagine, I don't do this 
any more (well, not often) but, in 
honesty, cartoons just aren't the 
same as they once were anyway, 
Gone are the lovable animal detec- 
tives and such, and in their place are 
huge muscular axe-wielding killer 
frogs. Or something. Anyway, 
where's all this leading I hear you 
ask. Well, it's actually leading to 
Alternative's new game hero who, 
funnily enough, is an animal detec- 
tive - hurrah!. 

Sherlock Ness is * platform/puzzle 
game with bits of strategy chucked 
in for good measure. The game is 
made up of four separate ca\c\ that 
must be solved in sequence, each 
one starting in your office with a 
concerned client outlining the task to 
be done, 

The first part of each case is a plat- 
form romp, with various secret tun- 
nels and higher levels for your dino 
to explore while a number of strange 
and interesting baddies do their very 
best to separate you and your supply 
of lives. 

And what do you have to protect 
yourself with? A camera, Ves, as 
unlikely as it may sound, you possess 
a camera with a limited number of 



flashes, and can stun anything with- 
in range with one exposure, allow- 
ing you to nip past At this point I 
would like to apologise for not mak- 
ing any chucklesome remarks about 
'flashes and exposures', but I really 
can't be bothered, 

As you walk around the platform 
areas, you'll notice areas of ground 
that are a different colour to the rest, 
and if you pull down over these 
you'll use your dino-skills to burrow 
into a number of hidden area% just 
waiting to be explored. 

Should you reach the end of that 
level you'll confront the perpetrator 
in a little arcade sequence where you 
have a limited number of shots to 
frame the bad guy in a photo - a sort 
of pacifist's Operation Wolf. 

The game is looking quite cute 
and should be out about now, so 
keep em peeled and we'll let you 
know what we think of it next 
month, 





A vision that the Psyonic Council just couldn't ignore. A force so mighty it could rip 

the very foundations of Perihelion from the earth. And Project Awakening is born.,. 

Its name is whispered only rn hushed voices; it's form is a mystery straight from a nightmare. 

Choose your race, your powers, your spells and begin the quest against the most ancient 

and terrible power the universe has ever seen. 

Perihelion is an incredible cyberpunk RPG set in a world of cruel and dangerous mys~ 

Available on the AMIGA now. ^l 
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Want to know what games will be coming out next year? Okay - then why not ask us in 
twelve months' time, after all, we can only guess what will happen in '94. You want six 
pages of pure speculation and not many facts? No problem - Simon Byron's your man. 



< 

CO 



> 

DC 

u 




rea 

o 



RENEGADE 

Thi* is what we need - Renegade are 
releasing s number of games 
tweaked specially for the CD32 
whir h'll include The Chaos Engine 
and Fire & ke (both out January). 
Bath will feature additional intro 
animations and CD-quality sound, 
with Fire & ke also boasting 50 
frame* a second scrolling as 
apposed to the original's 25. Speed - 
ball 2 will be enjoying its CD debut 
in March along with (Iridium 2, 

Elfmania 

Release date: March 1994 
Voi* really aren't going to believe 
this Elfmania has got to be the 
finett evample of what the A500 
really is capable of Expect gor- 
opcus sprites, wonderful baek- 
H«rnvi (which animate, by the 
way) and easy to grasp game- 



play when Renegade release what 
will undoubtedly be the best b cat- 
's m- up of the year. 

Flight Of The 

Amazon Queen 

Release date: May/June 1994 

This graphic adventure is being 
coded by Binary Illusions, a group of 
Australian comic book writers, and 
features the exploits of the hilari- 
ously-named Joe Kinq, who's ^ i " : <- 
lance pilot. After a series of unfor- 
tunate events, Joe loses one of his 
passengers (a pert starlet by the 
name of Fey Ruffle), and thus begins 
much adventuring In the heart of 
the Amazon Jungle. 

Legend of the Amazon Queen is a 
politically-correct adventure, so if 
you make any sexist comments to 
any of the female characters then 
you'll be in deep water. Using a 



fresh graphical style and unique 
player interface, coupled with some 
genuinely funny one-liners (very 
much in the style of the old Abbott 
and Costello films, we're told), Ama- 
zon Queen promises to be a stun- 
ning debut from Binary Illusions. 

But what's really set our mouths 
watering is the CD32 version. We've 
been calling out for it for some time 
now, and it looks as if by next 
Autumn our wish will be granted -a 
'talkie' graphic adventure with 
actors and actresses reciting the 
text. Hmm, sounds dreamy... 

Sensible World Of 
Soccer 

Release date: June 1994 
"The perfect blend of football man- 
agement and arcade action," is 
Renegade's claim. Yes, the sequel to 
Sensible Software's classic soccer 
sim is shaping up to be even better 
than the first - just digest the info 
that follows and I bet you'll be pos- 
itively foaming. 

Although you'll still be able to 
play the game as a quick one- or 
two- player blast, the single- player 
mode has an objective: to build up a 
World Cup-winning team. You'll 
have to start the game as a Third 
Division manager (from any league 
in the world) and by selecting a 
strong team and doing well over a 
number of seasons you have to 
either take your team to the top of 
the Premier League or keep accept- 
ing jobs from other sides until you 
end up managing one of the Premier 
League's best teams. Eventually, if 
your performance is up to it, you'll 
be offered the National team to 
manage and access to the any play- 
er from any team from any league. 
Then it's off to win the World Cup... 

Sensible World Of Soccer will be 



an extension of the Mega Drive ver- 
sion of Sensible Soccer, which 
Includes an icon over the star play- 
ers and a special option whereby 
the star player can perform a 'super 
blast' whenever he's in front of the 
goal. There'll also be an on-screen 
referee and physio option. 

And that's as much as we know. 
Look out for more news soon. 

And The Rest... 

Only three more games to chat 
about here. The smart platformer 
Ruff-'n' Tumble looks set for a July 
release, there'll be a new and as yet 
untitled Graftgold game in Novem- 
ber, followed rapidly by a Motor- 
cross-type game from Andrew Bray- 
brook. 



MILLENNIUM 

I don't know what's going on at Mil- 
lennium's HQ but they certainly 
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intend to overdose on Amiga good- 
ies during the coming year The 
games listed below are only as much 
as they are prepared to give away - 
rumour has it that as well as the big 
name licences they've informed us 
about, they're currently negotiating 
for a whole lot more. Still, or with 
the confirmed games... 

James Pond 3: 
Operation Star Fish 

Release date: February March 1994 
This, the forth James Pond game 
(including his sporty outing in the 
Aquatic Games, that is), promises to 
be a faithful conversion of the Mega 
Drive game, complete with all the 
groovy parallax and sexy animations 
the Sega gamers currently enjoy. It 
is, and I quote here, "the biggest 
and fastest Pond game yet - it out- 
comes Sonic and Out-Marios Mario," 
And although that's a bit of a crud- 
dy sales point, when you consider 
that Millennium have sold over 
1,000,000 Pond games across 14 for- 
mats, I for one am not going to take 
what they say lightly. 

In fact. Millennium regard James 




Pond as the Amiga's flagship game 
character and believe that Pond 3's 
CD32 version will help to sell the 
machine in much the same way as 
Sonic and Mario pushed their respec- 
tive consoles. 

And if all the hours of gameplay 
Pond 3 promises isn't enough to be 
giving away. Millennium will be 
including free membership to the 
FI5H Club for the princely sum of 'no 
pee'. And you cant say fairer than 
that, can you? 

Pinkie 

Release date: Easter 1994 
"He's the darn cutest damn creature 
you've ever seen," enthuses a motor- 
mouthed Millennium spokesman. 
And considering he's seen a damn 
sight more of the character than we 
have we'll just have to take his word 
for it. 

Apparently, Pinkie is a platform 
game in the truest sense of the 
word, which presumably means it's 
got platforms in it, But what will 
make Millennium's platformer stand 
apart from the crowd will be its cun- 
ning use of colour - instead of con- 
centrating on getting X layers of par- 
allax coupled with billions of 
on-screen colours, the programmers 
have Stuck with a more eye-g ratify- 
ing palette. 

In fact, the same talkative Millen- 
nium spokesperson reckons that the 
game's use of pastel colours could 
almost guarantee it a Habitat licence 
The game will be released across a 
number of formats but the Amiga 
version will be out first. Of course. 

Troll Island 

Release date: May 1994 
Not that we're counting or anything, 
but Trolf Island will be the second 
licensed Trolls game to hit the Amiga 
in just over a year. Stfll, Flair's effort 
was pretty smart and if Millennium 
continue pumping out games of the 
quality they have then this May 




release won't be rubbish, that's for 
sure. 

From the sketchy details we've 
been given. Troll Island will place you 
in control of four distinctly different 
Trolls, each of which has his or her 
own unique powers. By using them 
in ,j Lost Viking* y kind of way, you 
have to negotiate a series of plat- 
forms 'n' puzzles in an effort to 
restore the land to its former glory 
(apparently, the land has been 
swamped by a mysterious fog which 
has destroyed all the radiant colours, 
reducing them to a dull grey affair). 
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Although Troll Island is still a long 
way off, it sounds like a decent plat- 
form excursion, and I for one will be 
queuing up for a bus ticket. 

Mr Magoo 

Release date: August 1994 (AI100) 
If you wanted to create a game 
based around the hilarious antics of 
virtual ly-bhnd-without-his-specs Mr 
Magoo then it would be easy, I reck- 
on. Just tell the prospective gamer 
that he is Mr Magoo and blank the 
screen for five minutes or so to sim- 
ulate his rather poor vision. Money 
for old rope. 

But Millennium just aren't like 
that you know. They have decided 
that the best way to translate the 
cartoony antics of old four-eyes is 
keep your firthy little mitts off Mr 
Magoo and instead place you in con- 
trol of everything else around him. 
He'll follow a set route and by 
'becoming' various objects you can 
guide him safely to his predefined 
destination (for example, by 'becom- 
ing', say, a vase you can wobble 
yourself off a shelf and cause Magoo 
to stop when he hears the resultant 
crash or something). 

As you've guessed, my knowledge 
of the game isn't sufficient enough 
to allow me to pass J A' -Level Magoo, 
but this is a very early look after all. 
If you can excuse the rather sad pun, 
you can bet we'll be keeping 'em 
peeled for this one in the 
future. 



Brutal Sports Soccer 

Release date: Summer 1994 
The second of the Brutal Sports 
series. Soccer will brutally simulate 
the game we know as football, so 
expect lots of blood, gore and decap- 
itating during ninety minutes of 
sheer hell. Millennium assure us that 
this will be a must for all soccer fans. 
and who ^f^ we to say it won't? 

Before we go, can I just relate an 
interesting tale that someone told 
me the other day? Thanks. 

You know that Brutal Sports Foot- 
ball is called, urn. Brutal Sports Foot 
ball? Well, only if you live in the UK 
or anywhere else apart from Ger- 
many, that is. You see, because the 
German software industry is more 
prudish than Mary Whitehouse's 
daughter behind the bike sheds, they 



decided that the gore quotient in the 
game was just a little bit too much 
to handle. 

Not ones to mis; out on the 
chance to flog a load of software, 
Millennium hastily retitled the game 
to Crazy Sports Football', informed 
the relevant authorities that the con- 
testants decapitating each other 
aren't in tact futuristic soccer players 
but only robots, and that the whole 
thing is a bit of a laugh, and hey 
presto! - happy Germans and a 
happy publisher. And thus ends this 
interesting tale, 

Diggers 2 (CD32) 

Release date: November 1994 

Played Diggers to death already ! 
Then you'll have to wait another 
eleven months before Millennium 
release the follow-up, conveniently 
entitled Diggers 2. 

Toby Simpson is once again the 
man behind this mining extravagan- 
za, and he's promising harder puz- 
zles, better mining equipment, more 
space exploration and more aliens. It 
sounds to us that he's promising 
more of everything, basically, which 
is a task in itself considering the size 
of the first game. There's not much 
eke to report on this at the moment 
so let's move quickly on to... 

Embassy Siege 

Release date: Winter 1994 
Many moons ago. a software house 
called Gremlin decided to embark on 
a strategy project that looked 
extremely promising from the early 
screenshots and demos we saw. 
Unfortunately, Flag (as it was called) 
newer saw the light of day - Millen- 
nium snapped up the game during 
its development but since then we've 
heard nothing Until now 
Although Embassy Siege isn't Flag 
(obviously), it is loosely 
based around the 
original game- 

engine, so any simi- 
larity between the 
way the two 




play is entirely coincidental. Howev- 
er, the scenarios are completely dif- 
ferent - Embassy Siege places you in 
control of a super hard team of SAS 
geezers while in Flag you controlled 
some, erm, flags as they raised and 
lowered themselves (Note: I'm lying 
here - Flag promised to be an 
intensely engrossing war game job- 
bie. 1 just thought I'd try and liven 
this bit up a bit). 

In Embassy Siege you have to res- 
cue hostages and blow up terrorists 
which is a bit fortunate considering 
the game is based around the SAS, 
After all, if you had to leap from plat- 
form to platform while jumping on 
the nasty wrong -doers 1 heads then it 

would lose 
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some of its authenticity. You'll have 
all the 5 AS- related equipment at 
your disposal {such as X-ray cameras 
and big sod-off guns), and you'll be 
able to employ all the tactical 
manoeuvres the real soldiers do. 
Sounds like a schoolboy's dream. 

And The Rest... 

Millennium are currently developing 
a beat-'em-up based around anoth- 
er big name character licence. And 
that's as much as they'll tell us. 

However, they're more forthcom- 
ing with the details of James Pond 4, 
which will be out next Christmas 
"Yes, we're doing it," they confess. 

VIRGIN 

You can expect a veritable mixed bag 
of releases ffom Virgin. Arcade 
games, platform games, graphic 
adventures, flight sirns,,. the list goes 
on. The games they've given us any 
information on are just the tip of 
their huge software iceberg, so 
watch out for more news in, erm. 
News. Probably 



Cool Spot 

Release Date: February 1994 
Read this month's Work in Progress 
for an in-depth guide to this SNES 
conversion. 

Crash Dummies 

Release date: April 1994 
This Acclaim conversion h.is rpc Hived. 
ahem, 'mixed' reviews from the con- 
sole mags, although the Amiga ver- 
sion is still a way off so hopefully Vir- 
gin wili take note of the comments 
and do something about them. Vir- 
gin describe the game as an "arcade 
platform action-type game" which 
probably sums it up nicely. 

D-Oay: Overlord 

Release date: April '94 

Remember Reach For The Skies? You 
do? Good, because. Rowan Soft- 
ware, the development team behind 
that are currently working on D Day 
Overlord, which is, one presumes, a 
flight sim based around the 0-Day 
operation during the Second World 
War. 

Saurus 

Release date: June 1994 
From Cryo. the team behind the 
excellent Dune and KGB. comes this 
adventure jobbie featuring (would 
you believe?) talking dinosaurs 
roaming a man's world. The PC CD- 
ROM version will incorporate actors' 
voices so let's hope that Virgin con- 
sider doing a similar kind of thing tor 
a CD32 version. Fingers crossed, eh? 

And The Rest... 

The all important 'Will they?7'Won't 
they?' poser still hangs over Virgin 
(Interactive) as to whether or not 
Kyrandia 2: Hand of Fate will get an 
Amiga release Let me just say this: 
there'll be bloody trouble if it 
doesn't. 




Soccer Kid CD32 



THALION 

First the good news: Ambermoon is 
currently being translated from Ger- 
man to English and should be avail- 
able during February. As for the rest 
of Thalion's releases, thing's aren't 
so concrete. Air Rescue, the heli- 
copter arcade game based around 
the the No Second Prize game- 
engine is "happening", as is Airbus 2 
and Night Approaches. 

MINDSCAPE 

Evasive Action 

Release date; Early 1994 (CDiz a 

AI200 only) 

Evasive Action is not a flight sim. But 
then again, it's not a sports sim or an 
egg timer, either, I could go on for 
hours listing things it's not so let's 
turn this around and be positive. 
Evasive Action is "an air combat sim- 
ulator, appealing to games players as 
well as flight sim fans." Right, I'm 
giad Mindscapc managed to clear 
that up. 

The game promises a load of fea- 
tures such as narrative cutaways and 
spy screens which will detail the 
unfolding action, as well as realistic 
sound effects to compliment the 
dogfights. Mindscape reckons that 
Evasive Action will make one-on-one 
dogfight ing entertaining because 





the game draws style from arcade 
coin-ops, Which sounds impressive 
even if we don't quite understand 
what they're going on about. 

Out To Lunch 

Release date: Easter 1994 

This cutesie platformer is based 
around the hapless Pierre Le Chef 
and his attempts to create the per- 
fect culinary dish. However, his 
ingredients don't fancy the idea 
much so Pierre has to journey 
through 48 "challenging" levels, cap- 
turing all the vegetables and deposit* 
ing them safely in The Cage. 

So it's basically a collect-'em-up, 
but a very fine and jolly one at that. 
The game's already a big hit on the 
consoles and the Amiga version 
should oe almost identical in every 
way (apart from less colourful back- 
grounds, of course) so it looks like 
this could well be one to watch. 

Battletoads 

Release date: "Sometime in "94" 

Er. Yes. Um... 

Blimey, it seems as if this has 
been in development for at 
least a couple of years. And 
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that's because it has. Mindscdpe 
promise that they will get around to 
finishing it off during the next few 
months, but then they've been say- 
ing that for ages, haven't they? 

And The Rest... 

Mind scape have just signed a den I 
with a major development team who 
appear to create a new game every 
couple of days so their '94 release 
schedule is by no mnani complete. 
But, for the record, the confirmed 
games you can expect from them 
during the next year goes something 
like this: Genesia (CD32), Fury Of The 
Furries (CD32). Alfred Chicken (CD32) 
and D/Generation (Aizno). 

CORE DESIGN 

At the time of going to press, Core 
were still discussing their '94 
Amiga range, with only a few 
games given tentative release 
dates. First up will be Dark- 



mere (yes, really) which should hit 
the shelves in about a month's 
time. Universe and Heimdall 2 
(both featured in this month's 
Work In Progress) will be released 
around Easter time, with Skeleton 
Crew, a 3D isometric shoot-' em- up. 
out towards the end of the year. 

KRISALIS 

Manchester United Premier League 
Champions will be Krisalis's next 
Amiga release and should be on the 
shelves in January, The enhanced 
A1200 version of Sabre Team with 
additional animations and super-fast 
gameplay will follow on in February, 
chased rapidly by 'F1 Management 
Game' (a working title which 
describes the game better than I 
could) in March. Traps n r Treasures, 
a platform game, is also released in 
March. 

The month of April will bring two 
releases: Soccer Kid CD32 and Han- 
nibal, a game based around the 



exploits of the bloke who crossed the 
Alps on an elephant, amongst other 
things. 

Soup Trek: The Search For Stock is 
an interesting little arcade/puzzle 
game where you have to capture 
ingredients for a massive soup in 
your tiny craft. From what we've 
seen it looks like this could we he 
one of the most original games of 
the year, Soup Trek will be released 
in May. 

Finally, you'll be able to take con- 
trol of four mythological chappies 
and guide them through five massive 
adventures in May when the isomet- 
ric RPG Legend is released. 

OCEAN 
Ryder Cup 

Release date: January 1904 
Ocean are the software publishing 
equivalent of the Midland Bank • 
they listened to the Amiga mags' 
criticisms of International Open Golf 
Challenge and decided that they'd 
not release the game. Instead, they 
digested what they learnt from their 
experiences with that, let's face it r 
supremely average game and began 
to concentrate on creating a piece of 
software which will make PGA Tour 
Golf look like one of those hand-held 
LCD golf toys. 

From what we can gather, Ryder 
Cup will feature accurately mapped 
courses displayed in all that 
Go Ltra ud -shaded sexiness we know 
you love. As is the norm with golf 
games, you'll be able to make all the 
decisions real golfers have to face 
(which clubs to take out, which clubs 
to use, which dothing company 
you'll endorse next) as well as tailor- 



ing the game to match your ability. 
With any luck we'll be able to 
review the game in the next issue but 
until then you'll just have to wait 
Sorry. 

Mr Nutz 

Release date: Early '94 
Although the Mr Nutz advertising 
campaign has begun in earnest, we 
have yet to see a running version of 
this pMtformer. However, I did catch 
a glimpse of the SNES version on the 
Big Breakfast and I have to say that 
even in my usual morning mood it 
managed to impress me, Or was it 
Gabby? 

Anyway, you play Mr Nutz who 
has to trek across a number of oh-so- 
cute levels, fending off the bad guys 
with only his nuts(z) and his tail. The 
game is programmed by Ocean 
France whose last game, as far as we 
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zan remember, was the brilliant Toki 
; on version. CVG, Our ever-helpful sis- 
ter mag a line, awarded the SNES ver- 
sion a respectable 84%, and we all 
know that Amiga games are better, 
(And Ff anyone else writes in saying 
"Dear The One, Why do you con- 
stantly rubbish the consoles? It's very 
childish, you know" then I'm going 
to print their name, address and tele- 
phone number under the heading 
CLAIM A FREE A1200. It's only us 
being childish.) 

TFX 

Release date: Early '94 
Oh yes. Oh yes, yes, yes, yes, yes. 
Gimme, gimme, gimme, etc. This has 
to be the '94 release I'm most eager 
to get my hands on. TFX, as if you 
don't know, looks set to blow every 
other flight sim dean out of the sky. 
It's being developed by DID (the 
blokes behind Robocop 3 and Epic) 
and by golly it's looking fab. It'll only 
be available on the A1 200 and CD32, 
such are its hardware needs, so if 
you're an A 5 00/60 owner who's 
even remotely interested in plane 
games then upgrade now. And I 
mean that. 

And The Rest... 

Our Qcean contact mentioned a cou- 
ple of other confirmed releases: 
Super League Football and Super 
League Manager, both of which will 
he released "early in r 94". Odyssey, 
the follow-up to Epic, is pencilled in 
for a mid-year release. There are also 
a number of rumours circulating 
about the licences Ocean are cur- 
rently negotiating, but because no- 
one's signed on the dotted line it 
would be unfair to men- 
tion them. 
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MIRAGE 

Rise of the Robots 

Release Date: February I994 
We'll be carrying a demo of this rev- 
olutionary beat- em- up next issue so 
you'll be able to see for yourself 
what a completely top game it is. 
Oh, we'll also be reviewing it next 
month, too. 

US GOLD 
World Cup 

(Working Title) 
Release date: May I994 
Now that the England team have 
assured that their place in the World 
Cup will be in front of the telly with 
the rest of us, US Gold's officially 
licensed footy game may prove to be 
the only good thing to come out of 
next year's competition. Obviously 
this game is going to have to go 
some to ".tore ovur Sensible: World of 
Soccer but without nothing concrete 
to see on either game we're pre- 
pared to keep an open mind. 



At the time of going to press. 
Gremlin were still discussing 
their planned releases for '94. 
The only two confirmed releas- 
es are K240, the Utopia-style 
God game, and Legacy of 
Sorasil, the follow-up to Hero 
Quest. 



First up from Daze is a football 
management game which will 
probably be called On The Ball, 
although that has yet to be 
finalised- Robinson's Requiem 
(previewed this issue) will be 
released in March, with Ishar 3 
{"more of the same but bigger 
and better") following on in 
April. 




TITUS 

Blue Brothers' 

Jukebox Adventure 

Release date: January 
The Blues Brothers' second Amiga 
outing is a direct conversion of their 
SNES game, which some loved 
while others loathed. The game 
is far more traditional than the 
first in so much that the action is 
more or less left to right, differ- 
ing from the Original's sprawling 
levels, which should appease 
those who found themselves lost 
and frustrated in the prequel'. 

MICROPROSE 

The only games confirmed for 
release during the first quarter of 
1994 are Starlord (a strategy/arcade 
game in which you have to work 
your way up from humble Starlord 
to Ruler of the Galaxy}, UFO (the fol- 
low-up to Laser Squad] and Pirates 
Gold CD32 (the sequel the Pirates! 
with flashier graphics and smart 
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quests). Micro Prose have loads of PC 
games due for release during the 
year so you can expect conversions 
of them to follow shortly after. 

PSYGNOS'S 

Another list of games from those 
producers of top- quality software, 
SOOOO, deep breath, here goes... 
Dracula (January), Creepers (Febru- 
ary), Ben E. Factor (February), 
Armageddon 2 (February), 'G2' 
(March), Evil in Chayborne (Septem- 
ber) and 'Castle Game' (October). 
Unfortunately this is as much as we 
know at the moment but you can 
expect more next next issue. 

I'll be brief because we covered these 
three last issue. You can expect 
Theme Park around Easter, with 
Magic Carpet and Creation (both 
CD32 only, at the moment) fol- 
lowing on towards the end of 
the year. 
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HOW DO WE DO IT? 

At The One we believe a picture speaki a thousand words That's why our review* are a bit 
different and, we like to think, a lot better than the rest. Each game review begins with a short 
introduction, telling you what sort of game you're reading about and outlining its plot, then 
we follow that up with illustrations, maps and diagrams accompanied by informative captions 
that demonstrate every aspect of how the game plays 

Finally there's the Verdict where we explain the game's good and bad points in detail, so 
that you can work out precisely whether the game's for you or not Bear in mind that although 
a review is only written by one person, the whole team play every game reviewed and the 
Verdict and scores are based on everyone's input. 

Based on years of research this is, quite simply, the best game reviewing system devised by 
man. 

Probably. 

\r 



THE VERDICT PAMEL EXPLAINED 



This piccy shows you clearly 
which Amiga - A50O/6DG, A12QG qr 
CD32 ■ the game is being 

reviewed on. 



This panel indicates who is pub- 
lishing and who created the 
game, Along with essential info 
such as how much the game 
costs, when it'll be released, the 
control system(s) used, how much 
memory your Amiga needs to run 
it, how may disks it tome; on 
(and therefore how much swap- 
ping you can anticipate) and even 
whether you can install it onto 
your hard drive. 



This percentage indicates not only 
how well -drawn or animated the 
graphics are, but also how wel 
they complement the game- Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be indicated by a 
lower-than-expected Graphics 
score. 



As with Graphics, the Sound score 
isn't based purely on the quality 
of the tunes and sound effects, 
but also on how well they 
enhance the game. For instance, 
an all-guns blazing shoot-'em-up 
with a silJy bouncy jingle 
wouldn't do well here. 




Payability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word {write to your MP!), 
indicates how easy the game is to 
get into and (id™ much fun it is to 

play. Things like poor control or 

cluttered screens will take this 
score down. 



Another 'new' word. Instability 
'ndicates whether you're likely to 
finish the game in a day or a year, 
and also -whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score is the definitive 
guide as to whether a game is 
goad or bad. It takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 



The Amiga family is even bigger 
than ever now. with people able 

to buy A500/6GCK, At 200s and 

CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 




| DAVID UPCHURCH 
Mr Upchurch has been a 
busy lad these last few 
months, but has still found 
time to reminisce over the 
domestic pleasures of 1993 
- enjoying a holiday in the 
Caribbean with his young 
lady, and then becoming a 
■ I brother-in-law for the first 
time. Fond memories of The One? "The what?" 
It's a magazine. "Never heard of it mate." Oh 
dear, Well what about next year? "I hope to 
work on a bi-monthly magazine for women." 
Yes, I imagine you probably do, 

— | SIMON BYRON 

In true Byron fashion', 
Simon has been about as 
sad as ever, with the 
highlight of his year being 
the receipt of a Game Boy 
for a birthday present. As a 
resuit, he's spent the last 
few weeks of the year 
blagging free software off 
companies, while running 
The One in his spare time (i.e. while asleep). 
"1594 offers me the perfect opportunity to 
drink, eat and possible relax for just a minute 
or two". He's living in the Land of the Fairies, I 
tell you. 

J MATT BROUGHTON 
' Matt's fondest moment of 
1993 apart from joining The 
One (I didn't even mention 
thati - Matt.) was a trip to 
New York with his dad, 
where Matt was 

I approached by an old man 
in Greenwich Village and 
asked to pose nude for a 
painting, Little did he know how valuable this 
experience would be for when he met David 
later in the year. Hopes for '94? "To get a pay 
rise out of that Upchurch b*&!£5%!" Oh dear, 
oh dear. Next. 



JENNY ABROOK 
"My favourite moments of 
1993? Well, my holiday to 
the Bahamas was nice. Oh 
yes, and when I went to 
Amsterdam, that was brill. 
Oh yes T and when I went 
away jo Maderia I had a 
good time," Hmm. jenny 
| does enjoy being here, 
though, and some days 
hardly moans at all. Hopes for the new year? 
"To get more sleep, to help children and to 
work with animals," Presumably not at the 
same time, we hope. We've got David for that 
sort of thing. 



You've seen the annoying American 
children shouting in the streets. You've 
witnessed the overly large pictures of 
Vinny Jones on posters while you're on the 
bus. Now, purely as an afterthought to the 
hype, Simon Byron reviews the game. 
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"as a computer game ever 
been hyped so much as Mor- 
tal Kombat? It had an easy 
time of it in the arcades, then it 
came to consoles and the world and 
his 'I'm no prude but...' wife piped 
up with untold horror stories about 
kids becoming homicidal thanks to 
"this game - Nintendo even banned 
the death moves from the SNES ver- 
sion! Acclaim then flogged the 
rights to the Amiga version of Mor- 
tal Kombat to Virgin who. after 
keeping us waiting for a little while, 
have brought out a game which 
bears up well against its console 
cousins. 

The aim of Mortal Kombat, as if 
you didn't already know, is to seri- 
ously damage your opponent. In 
true Street Fighter fashion, you 
choose from a number of charac- 
ters, each with his or her own 
strengths and special attack moves. 
The overall object of of the game is 
to overcome the devilish Shang 
Tsurtg, but not before a gruelling 12 
rounds of punching, kicking and 
generally not -pleasant battling. 
Each fight takes place over a maxi- 
mum of three bouts, with the win- 
ner being the one who wins two out 
of the three. 

The amount of beat-'em-ups cur- 
rently doing the rounds is frighten- 
ing, so if Mortal Kombat is going to 
hold its own against the likes of 
Body Blows Galactic and the promis- 
ing-looking Elf mania then it's going 
to have to be pretty special. The 
game has been converted by Probe 
Software who, thankfully, have lav- 
ished it with all the care and atten- 
tion it deserves. It's heartening to 
see a development team actually 
trying to come up with the best ver- 
sion possible and not taking the 
easy way out by feeding us the old 
"the Amiga can't handle this..." line 
■*v (which is becoming more and 
\ more feeble in light of what Ter- 



rain argue have managed to do with 
Elf mania). 

So it's good news all round, then, 
because, if you haven't already 
Cjathered from a crafty glance at the 
mark. Mortal Kombat has turned 
out to be something of a winner. 

Unlike the Sega version, you'll find 
Mortal Kpmhat's Death Moves obvi- 
ous to all - as you can see, Sub- 
ZerO'5 spine-ripping move is 
displayed in all its gory detail The 
joystick moves to initiate these 
sequences Aren't outlined in the 
manual so you'll have to either 
experiment or discover the arcade 
machines combinations. 

(Below) At various points in the 
game, you get the opportunity to 
prove your strength in this sub- 
game. There are a number of varia- 
tions on the same theme - apart 
from the material you've got to 
smash with a karate chop they're all 

the same. Just waggle the joystick 
furiously and, when the bar goes 
over the indicator line, hit tire. Hi-ya. 
as Miss Piggy used to say. 
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Juit to show that he's not as crap as he 
looked in the earlier SCreenshot, R a yd en gets 
ready to beat up Scorpion by lunging at him. 
Rayden's got a fine special move too; by sum- 
moning the powers of the gods (it's reckoned 
that this lad's a deity himself). Ray den can 
hurl a. bolt of electricity at his enemy, which 
smarts to say the least. 
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depicted - there's more blood in MK 
than on an operating theatre floor. 






WHAT'S THIS? 

Yes, in true The One style, we 
give you all the Mortal Kombat 
Characters in an easy to read 
form (mainfy because it's writ- 
ten by me and I don't know 
many big words). Although 
you may think you've seen this 
before, it contains some previ- 
ously un -released footage 
which will surely be worth a 
few quid in years to come. 







IUNY 



Age: 29 

Height: 6'1" 
Weight: 20Qlbs 
Hair: Brown 
Occupation: Actor 

Special Move: Thanks to 

the FX boys on his last 
movie.. Johnny can im»h 
competitor* with a blast 
of pure energy, 
DEATH MOVE: With his 
opponent wobbling. 
Johnny unleashes an 
uppercut so devastating 
the enemy's head comes 
clean off! 






Age: 35 
Height: 6'0" 
Weight: 2051ns 
Hair: Alack 
Occupation: Criminal 
Special Move: The man 
with the metal face 
unleashes a knife which 
really does cut to the 
quick. 

DEATH MOVE: Mot quite up 
to Sub -Zero standard*, but 
not far off; Kano digs 
deep - ib to his op pa's 
chest, pulling out his still- 
beating heart! 




SONYA 



BLAD 



Age: 26 
Height: 510" 
Weight: 140lb* 
Hair: Brown 

Occupation: Task Force 

Lieutenant 

Special Move: Sony j sends 
a wave of plasma rings 
hurtling toward her oppo- 
nent- Ouch! 

DEATH MOVE: This not- so 
little lady blows her bat- 
tling buddy a kiss - unfor- 
tunately, it's a fiery 
smacker which turns him 
into a charred skeleton! 




This may look like Sub -Zero getting 

ready to smack a now-froien Goro, 
but it isn't. As you can see from the 
energy bar, it's actually Sub-Zero 
about to smack Shang Tsung. You 
see, Shang can change his shape, 
and you'll have to fight him as him- 
self, as Goro and as a copy of your 
character before you are declared 

the best fighter in the land. 

AH the graphics were originally 
digitised and the same images 
have been ported across to the 

Amiga. They don't look very good 

static but on-screen they're pretty 

impressive, although they do jerk 

a bit, The graphics are the main 
bone of contention for the do- 
gooders: they claim that because 
they're so life-like, ordinary kids 

will go out and rip other people's 
spinal columns, out. Like, yeah. 






SCORPION 

' Age; 32 

Height: 6'2" 
Weight: 2101b* 
Hair: Black 

Occupation: l/nfcna 

Special Move: Thro** a 
harpoon at hi* victims, 
then reels them in and 
crushes them with a dev- 
astating uppercut 
DEATH MOVE: Scorpion 
removes his face mask. 

gulp* in a breath of air 
and lets rip with a 
fearsome fireball, turning 
his Opponent into a smoul- 
dering pile of ashes. 




; RAYDEN 

Age: Immortal 
■ Height: 7'0' J t 
Weight; 3 50lbs 
Hair: Black 
Occupation: Professional 

Deity ^ 

Special Move: Rayden uses 
his godly powers to thrust 
a bolt of lightning at any- 
one foolish enough to 
stand in his way, 
DEATH MOVE: The immor- 
tal One fires a huge light- 
ning bolt at the head, 
which explodes in a show- 
er of blood f 




SUBZERO 

Age: 33 
Height: VI" 
Weight: iUHbs 
Hair; Black 
Occupation: Ninja Assassin 
Special Move: Sub-Zero 
hurl 5 bolts of ice at his 
opponents to freeze them 
before sauntering over for 
a free hit. 

DEATH MOVE: The best in 
the game: Sub-Zero grasps 
his enemy by the neck 
and, with one tug, rips his 

head from his shoulders, 
complete with spinal col- 
umn attached! 
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LIU KAWC 

Age: 24 
Height: 5'IG" 
Weight: ISSlbs 
Hair: Black 
Occupation: Shao Lin 
Monk 
Special Move: Summoning 

up his shaolin powers, 

Kang can blast a bait of 
fire at his enemies, 
DEATH MOVE: A bit poor: 
Kang performs a backflip 
then flattens his opposite 
number with a hefty blow 
to the face- Pah. 




Just to prove that Virgin haven't gone the Nintendo route, take a 
butchers at Sonya Blade giving Johnny Cage what for. There'* blood 
splashing all over the place in Amiga Mortal Kombat, which should 
keep lovers af the coin-op original and fans of generally gory stuff 
happy, but won't exactly have Mary Uvhitehouse jumping through 
hoops. Still, who give* a stuff about her, eh? Moany old bat. 







W. 



Although there appears to be only one fighter participating in this 
particular contest, it s just not so - Kano has performed one of his 
special moves and disappeared off the side of the screen shortly 
after whacking Sub-Zero in the 'painful*'. It's a good job this doesn't 
happen in real life, 
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Oh dear. You'll often find 

this happening when 
you're battling an the 
bridge. What's occurred 
here is that Sonya has 
beaten Sub-Zero and liter- 
ally kicked him off the 
side of the bridge. Now 
what Sub-Zero doesn't 
know is that there's a 
large amount of spike* 
underneath the bridge. 

Wait a minute, he does 
know now. Ouch! 
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Let's get straight to the part of the 
Verdict you want to know about: 
have Virgin left the death moves in 
Amiga Mortal Kombat? Ves, indeed 
they have! This is a very faithful 
conversion from the arcade original 
- in fact, it's possibly the most accu- 
rate conversion we've seen in a long 
while! The digitised characters have 
crossed the great divide without so 
much as a scratch and everything 
that was in the arcade and console 
versions of the game is included 
here - and that Includes the game- 
play! Via the difficulty modes you 
can tailor the one-player game to 
suit you, but it's in two -player that 
Mortal Kombat comes into its own. 
As with most beat-'em-ups, it's all 
very well fighting against the com- 
puter for a while, but you soon start 
to second guess what moves it's 
going to perform. Not so against a 
friend, where the action gets really 
furious. Speed-wise It's virtually 
identical to both the arcade and 
console versions and as far as I can 
tell all the sound effects and jingles 
have been included as well. In fact, 
the only major difference is the lack 
of animated backgrounds but 
couldn't really give monkey's about that. 
Mortal Kombat is, in my opinion, the best beat-'em-up 
money can buy on the Amiga. It scrapes ahead of Body 
Slows for play ability and amount of characters and 
moves, and knocks Streetfighter II into a cocked hat. 
The Probe Dream Factory has done it again - hurrah! 
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rumours About two enhanced versions (one tor 
A 12 00 and One for the CD32>, but .it the time of 

going to press Virgin will neither confirm nor deny 

these, Let's just wait and see, shall we? 




Zone, but Matt Broughton would telf you 
otherwise as he raves over Rasputin's sur- 
prise shoot-' em -up. 



PUDO (Society of Particularly 
Undesirable Dastardly Dudes) is 
a secret organisation made up 
of arms dealers, mad dictators and 
traffic wardens. None of the world's 
major agencies have been able to lay 
a finger on the organisation for 
years, but finally there's been a 
breakthrough. A highly trained 
mechanic called Harry has managed 
to infiltrate a number of local air- 
fields near to 5PUDD operations, and 
you, as a top pilot, now have access 
to all the resources available. 

There are one hundred missions 
to work through, all of which will 
usually contain either one or two 
objectives; bomb a certain base, 
drop agents behind enemy lines, 
destroy a convoy of tanks etc. Harry 
will recommend a variety of aircraft 
and weapons but you can ignore his 
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advice and choose for yourself from 
a massive selection if you wish. 

The control system is simple in 
theory but takes a bit of getting 
used to in practice. You rotate your 
plane clockwise or anti-clockwise by 
moving the joystick up or down and 
control your speed by moving left or 
right. Pressing fire lets off your 
weapons but if you use a combina- . 
tion of joystick moves at the same 
time you can fire your secondary 
weapons, Additional keys control the 
undercarriage, auto-pilot, auto- 
choke etc. 

Apart from the missions, thg/t> are 
training and practice runs available, 
as well as an Aero I ym pics where you 
must perform in "events' - collecting 
balloons, flying through gates and 
that sort of tiling. So off you go, 
chocks away. And all that. 
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A fairly normal view from Jetstrike, with you skimming the ground in an 
effort to thwart enemy radar while sorting out a convoy of supply trucks. In 
the bottom right you can see the simple but effective radar, with airspeed, 
weapons and damage control shown - again, all simple but very cl 



(Below) Here's one of the « 
screens filled with craft to self 
and as you can see it caters for air 

tastes - including a few heiicopters 

which are more vulnerable to attack 
but are superb for collecting find 
dropping personnel. The weapons 
are displayed in an identical manner 
(inset) with the manual giving lull 
details on each and every one. 
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(Above) One of the more simple 
events of the two player 
Aerolympfcs involves 
flying through balloon gates 
floating in the nearby airspace, 
Other events include flying through 
tight tunnel 5 and landing on 
restricted areas. The target box 

appears as soon as you are in the 
v correct area and functions in a 

\ similar -way when attacking 
l specific targets in combat. 




No! Walt? Don't turn the page 
over! Within this humble- looking 
game there lurks an excellent 
lump of fun just waiting to be 
stroked gently. I'll be the first to 
admit that when I loaded this up 
for the first time I thought it was 
going to be crap, but with a bit of 
perseverance an incredibly fun 
and playable gem rises from the 
heap. Having mentioned the con- 
trol system, J have to highlight 
this as the games only real major 
headache. It takes a long while to 
get used to, and what with you 
only getting one life during the 
missions, you need to be quick on 
the ejector seat [space bar] if you 
want to keep up and running. 
Once you do get over your first 
few control -related deaths (by . 
moving up to avoid something 
and actually dive bombing it) you 
begin to get a 'Uridium 2' feeling 
of satisfaction as the plane 
becomes more and more under 
your control. There's an excellent 
amount of variety within the 
game, from the craft and weapons 
aval I able r to the varying missions, each 
of which is short enough to allow fairly fast progres- 
sion, There's a helpful slow-mode which takes the 
frantic edge off things, and you can also make good 
use of things like the smoke trail and auto-pilot etc to 
give you extra help along the way. Other than the 
control system, I've got no grumbles with Jetstrike 
because it never tries to be anything other than a fun 
and simple game, and that's exactly what it is. I've 
played this to death over the past week, and I suggest 
that you'll do the same. 

~| Please go away and stop being silly. There are 

^^J no differences to be found here. I don't know, 

™*j in my day you were happy if the game loaded In 

■ 7|TX] < under nine minutes, Now kids want upgrades 

^BbbbhHb^bW ar| d music, grumble, groan, moan, mumble etc... 
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top-down racing 

games the world's 

ever seen 
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st racing game 
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Mindscape's new release is a real mixture 
and no mistake! Matt Broughton grabs a 
sieve and does his best to describe 
this Settlers/Civilisation/Patrtcian 
challenger. 



ook. Lets just get one thing 
straight - there's no way I'm 
■tt going to do much more than 
scratch the surface of Genesia in this 
review because it's a BIG game that's 
going to take a LONG time to play- 
It would he very easy for me to 
base this review on com- 
parisons with other 
games, but that's not par- 
ticularly fair to Genesis as 
it's very much an entity on 
its own. Just to give you 
some sort of picture, 
though, take the charac- 
teristic quirks of The Set- 
tlers, the look of Populous, 
and some of the strategy 
from The Patrician and 
Civilisation, and you have a fairly 
good idea of what to expect. 

The underlying objective in Gene- 
sis is to recover seven precious jew- 
els that have been scattered about 
the land, but you'll not even start on 
this 'mission' until you've spent a 
good number of hours building a 
populous capable of surviving on 
their own, let alone attacking others 
or branching out- The game runs as 
a series of 'turns' which are repre- 
sented as the season* of the year, 
with each one having certain obvi- 
ous attributes - i.e. Autumn is a good 
time for farmers, etc, 

One of the major paths to success 
involves the use of an initially small 
number of 'settlers' that have no 
individual professions, it's down to 
you to decide how their talents are 
best used and you can allocate them 
specific occupations. To start with, 
you'll need to have a woodcutter to 
produce wood, then a carpenter to 
turn the wood into usable planks. 
These people will need something to 
eat so you'll need to build some 
fields and get a farmer onto the 
land. At this stage the game plays in 
a similar way to The Settlers, but you 
have a very limited number of peo- 
ple to work with - in fact, only four 
- which can lead to a bit of a 'trying 
to keep all the plates spinning' sort 
of affair. Because of this, one of 
your early objectives must be to 
attract nomads to join your 



n a similar way to Settlers, as you move the map 
across the landscape you'll hear the sounds being 
created in that area. As Well as this, you'll also 
receive messages and mood hints from 
the people on the land. The settlers 
can become unhappy for a num- 
ber of reasons; there might 
be a noisy drill too near 
their house, there 
might not be 
enough 
■food for 
them, or 
it might 
just be that 
theirs is one of 
the professions 
^ brought to a standstill 
during a specific season. It's 
orth finding out why as they wil 
affect your overal moral rating. 




(Above) Once your populous has 
grown to a decent sir*, you can 
turn your attention to the matter of 
finding the jewels, Vou can send 
your soldiers out and search 
randomly, but a much better strate- 
gy is to build a tavern, thereby 
attracting local adventurers. Hy 
crossing their palms with just the 
right amount of stiver (i.e. lots) they 
will offer helpful tips, or even bet- 
ter, supply you with a map. So you 
say X marks the spot? Hmm.., I see, 
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(Above) One of the first buildings you nee 
the barracks. From here you can alter the 1 
as well as form armies and approach the oth 
ers with offers of alliance, which can either be 
non-aggressive pacts or trade agreements. As 
you can see from this shot (inset) you won't 
always get an immediate acceptance. 
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people. There are a number of min 
mum requirements that must be rrtet 
before anyone will be tempted to 
join you, including the need for 
empty houses, enough food and 
water, and an average morale of 
over five from your people. 

Oh God, I've run out of space 
already and I've haven't even men- 
tioned building the different types 
of workshops, drills, houses, ware- 
houses, barracks, or any of the other 
occupations really. Hopefully the 
captions will give you a bit of a fur- 
ther insight, so off you go and get 
stuck in. 




Vou might have a happy and thriving society, but your* not going to 
evolve very quickly unless you get down to some serious thinking. By set- 
ting up a workshop you can create an inventor who will bang his head 
against a wall until he discovers something. Things start slowly as he dis- 
covers simple things such as 'sciences' or 'crafts', but using his easle 
(inset) you can direct him to specific wonders. For example, to build can- 
nons, you will need to have discovered metal (* craft} and gunpowder (a 
science), not to mention needing to employ a blacksmith. 



REV 




If you leave one of your settlers (oops, wrong game I without an occupa- 
tion, ygu can turn him (or her) into a soldier. Each soldier has a set num- 
ber of movement points. - shown by the scull - and can be used to claim, 
steal or fight for new land as wel( as search for the seven jewels. The diag- 
onal icons on the right will jump to any fights, wagons., cannons etc, while 
the icons to the left access more general options such as statistics, disks 
access and the world map, 




Ah, the timeless wonder of the 
English countryside. Here you can 
see my happy people going about 
their daily business. The drill is hap- 
pily drilling, the architect! is busy 

building me a new warehouse, and 

the wood cutter, carpenter and 

farmer are doing exactly what you'd 

expect. You can see how much land 
all the players posses by checking 
the overall world map in the top 
left. Things, are in their early stages 

here, but in an hour or two every- 
thing will hot up as the players get 
closer and start fighting for land 

and jewels. 



Though you start the game with 
only four settlers, as you attract 

more people to your happy and 

prosperous tand you'll need to 

think carefully about the 

professions allocated to them. On 
this screen you can drag the indi- 
vidual folks to the job you want 
and then sit back and watch them 
do their thing. This screen can also 
be Used to check up an your gang's 
morale and current activities- You'll 
only attract new settlers if the 
average morale is over five, so it 
someone is looking a bit cheesed 
off you need to find out why. 




Clicking over the anvil icon brings up this sub-menu for the architects, The 
amount shown by the building indicates the cash needed, while the second 
menu shows how much raw material is needed, The portcullis, well, road 
and field can all be built immediately, but the other buildings will need an 
architect allocated to them. If you have any available architects with no 
current project, they will start to build new houses - which is very impor- 
tant if you want to attract new people to your land. 






There's only one word to describe 
Genesia, and that's HUGE- I'm not 
exaggerating when I say that this 
game wMI take literally ages to play 
to its completion. There are so many 
aspects, you really do feel overawed 
at just how much you are expected 
to deal with. This is a bit of a put- 
off at first as you seem to be torn 
between solving five problems at a 
time- You're told that you need to 
build a warehouse, but you also 
need to build a drill. You need wood 
to build anything, but you also need 
to feed everyone. Because you start 
with only four people. It's hard to 
know where's best to put them, but 
once you start attracting more set- 
tlers you can be a bit more strategic. 
Apart from the Settlers aspect of the 
game, once you have inventors and 
blacksmiths inventing and, er, black- 
smithing more advanced machinery 
and weapons you can get stuck into 
the main objective of locating the 
jewels. Sending soldiers out into the 
wilderness is an excellent change in 
the game play, as movement points and 
battles suddenly appear in a game that Up 
until now has been a passive village management kind of 
thing. The conquest part of the game really surprises, as 
you find yourself being drawn away from the village and 
suddenly organising ship attacks using cannons that you 
invented ages ago and sending out your men to seize 
land- Being able to 'go inside' the buildings that you 
have built is a nice touch that keeps the game from look- 
ing the same throughout, and the sonics and graphical 
tweaks also do their job very well. Genesia has so many 
aspects I doubt if the programmers would be able to sum 
it all up in a sixteen page review - but that's where much 
of the game's appeal lies. I can only close by saying that 
if you enjoy long-life strategy games and like the look of 
this then you really won't be disappointed with Genesia. 
A truly impressive game. 





The program will actually check your machine for 
extra memory, and reward those lucky A1100 
owners with enhanced sound, graphics and speed. 
Mindscape are looking into a CD32 version later 
next year. 
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(Below) Another newcomer to the 
game is Zool's two headed pet dog, 
Zoon. Somewhere in each of the lev- 
els, there's a Zoon taken which can 
be collected by Zoo I or Zooz. At the 
beginning of each new level, you are 
shown how many you currently haw* 
(inset), and when you have three, 
can enter a simple 'Arkanoid' sub- 
game. You now control the half 
smart - half thick Zoon and must 
keep the ball in play, making use of 
any icons that fall- Though none of 
your lives are at stake in this bonus 
game, it's worth playing for all the 
paints and extras that can be 
collected. 
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Matt Broughton was a self confessed Zool 
hater, so who better to put Gremlin's sequel 
under the magnifying glass than he? Come 
now as we go... through the console. 




(Left and below) To say that Zool 2 
has taken the odd idea or two from 
Sonic is an understatement - but 
they've done it well, so what the hell 
(nice rhyme). Bumpers are used in a 
similar way to the fried eggs ■ to 
reach higher levels and collectibles - 
but are also used to enter the tube 
system that crosses this particular 
level. Once you're inside the system, 
you have no control over where you 
go, but it's damn fine to watch at 
full speed, I can tail you. Quite often 
you find yourself with a choice of 
two or three possible entry points ■ 
all of which lead to different areas. 
Do you experiment, or just try to fin- 
ish the level? The choice is yours, 
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As in the original Zool. you can Still 
interact with some parts of the 

scenery. As well as being able to 

smash open the eggs, light bulbs, etc, 

in the same way that you did with 

the Chuppa Chups signs in Zool, you 
can now also make use of springy 
objects (such as a fried egg) to pro- 
pel yourself upwards. Here you 
can see one of the areas that are 
well worth a hunt for - filled 

with goodies. 



5 never really understood all trie 
fuss over Zool. At the time it 
seemed as though Amiga own- 
ers were so desperate for a 
unique character to rival the 
consoles' many, that they would 
embrace just about anything that 
looked slightly shiny, I don't think a 
month went by without someone 
proclaiming that we should 'prepare 
to meet the Amiga's, answer to 
Mario/Sonic' - and most of them were 
pretty lame. 

I personally went out and bought 
Zool and was bitterly disappointed. It 
seemed tome to be a 'run-of-the-mill' 
platform game, promote by Gremlin's 
hype machine. Well, time has passed 
and here we find Ourselves faced with 
another Zool. I bet Gremlin would 
scream if they knew that I - 'Matt the 
Zool hater' - was reviewing it! 

Having completed his journey 
through the six worlds in Zool 1, 
Zool now has to travel through a fur- 
ther six worlds including such Sonic- 
y names as Swan Lake, Bulberry Hill, 
Tooting Common, Mount Ices, 
Snaking Pass and more. The levels 
are huge and boast a wealth of hid- 
den rooms and passages, bristling 
with extra points and bonuses. 

Zool is no longer alone in his mis- 
sion, having been joined by his 
young lady friend Zooz, and Zoon, 



his pet dog. Though they never 
appear together, you can choose to 
play as Zool or Zooe, who both have 
slightly different features - Zool 
punches while Zooz whips (oo-er), 
Zool can smash platforms from 
below while Zooz bounces through 
from above, etc. You take control of 
Zoon in a bonus sub -game, with 
'entrance tokens' needing to be col- 
lected from each level, leading to an 
'Arkanoid' affair. 

At the end of each world (which 
consist of three individual levels), the 



player must face Mental Block - a 
new villain taking on a form relevant 
to that level - who must be defeated 
before that level can be passed. 

Zool also has more toys than in 
the original, and can now collect 
smart bombs, shields, an R-Type 
build-up shot and, of course, the 
good old done invincibility. He has 
also gained a few new moves along 
the way, and the control system has 
been tweaked to improve gameplay 
So, I hear you ask, tell us what it's 
like. Okay then, step this way... 
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This is the new git on the block - Mental Block. At the end of each world, 
Mental Block will appear and provide some 'end of level guardian -type 
action, initially. Mental Block attacks you as himself, but from then on will 
always have a different appearance, relevant to that level (insert). You need 
to avoid both him and anything he throws at you, all the time keeping the 
bullets flying his way. If you're wondering what the three little blobblets 
around me are, they're my smart bombs just waiting to be released. Take 
that! It only takes a minute girl. 



REVIEW 




As you travel around the worlds, it's 
worth keeping the old fire button 
going because you never know what 

you might find behind an innocent 

looking wall. Zool 2 is literally teem- 
ing with hidden passageways and 
rooms just waiting to be discovered 
and harvested of their extra points 
and bonuses. It's worth spending 
some time looking for these, espe- 
cially when they're in obscure places, 
as the bonuses become more valu- 
able the harder they are to get to • 
and you never know where the next 
extra life may be hiding, do you? 



' Mere at the Start Of Tooting Common, 

Zddz has a fair bit of work ahead of 

her, The bottom left figure shows 

what percentage of the level's items 

have been collected so far, the arrow 

shows the general direction for the 

end of the level, and the middle figure 

shows how long she has to do it in. 

You can only leave each level once 

you've collected 99% of the items, and 

though the early levels will let you get 

away with sloppy work, by this level, 

every little token is needed to avoid 

running out of time without enough 

items, 









Zool wouldn't be Zool without the odd moving platform here and there, 
and what (watt! ) better way than with big chunks of solid light- Some well 
timed jumps are called for when you came across obstacles such as these, 
and they get shorter and faster the higher you go. Though you'll never see 
Zooz and Zool together on levels like this, I've put them together so that 
you can see Zodz in action with her whip (cworl) Zooz plays exactly the 
same as Zool, only she can bash through weak platforms from above (inset) 
while Zool smashes them from below. 

Vet another Sonic-inspired obstacle 

comes in the form of these swinging 
'ball and chain' affairs. Again, care- 
ful execution of jumps and slides are 
needed to pass these devils who 
have been cleverly positioned to 
cause you as much bother as possi- 
ble- The other solution is, of course, 
to pick up one of the power- up s. 

Here I've managed to collect the 

good old 'shadow clone' icon, which 
apart from looking snazzy, also gives 
me limited invulnerability. Hurrah! 
Zool has had a number of extra 
moves added to his repertoire. He's 
now able to scale walls, leap from 
one vertical surface to another, roll 
from one side of vertical platforms to 
the other, and this new move which 
reminds me of Buster Keaton for 
some reason. Hun into a wall and 
press firej and Zool will spring him- 
self backwards at high speed, This 
spinning method gives you a much 
higher jump than usual, meaning that 
you don't always have to approach 
the levels in the obvious way. 





I THE VERDICT 

Wow! My mouth hangs open and I 
stand amazed! This really is as good 
as Gremlin have, been boasting. I 
really had no time for Zool 1 at all, 
and haven't loaded it up more than 
about haJf a dozen times since I 
bought It; but this Is an entirely dif- 
ferent bucket of donkeys. First 
things first, the graphics have been 
much Improved from Zool 1 r with 
much more variety and major 
improvements as far as the charac- 
ter of the, er, characters go. The 
music is very good, with a choice of 
'techno' soundtrack or superb 
sound effects - not to mention the 
excellent title music and effects. 
The control system is much more 
instinctive, and the added moves 
make all the difference - particular- 
ly the wall climbing ability. The lev- 
els are much larger and more 
impressive than the original game's, 
with a million little nooks and cran- 
nies stuffed with hidden passages 
and bonus rooms to be explored, 
and there's a healthy spattering of 
extra lives for the player interested 
enough to dig around. This makes all 
the difference to the longevity of your game, and if you 
want to piay it seriously it means the difference between 
leaving the first level with four lives or seven {if you 
know what I mean). Having the choice between Zool and 
Zooz is also a nice extra, especially as it's more than just 
a cosmetic change, allowing you to actually play the lev- 
els in a different way depending on who you are. A cer- 
tain blue hedgehog has to be mentioned here, as I feel a 
certain amount of 'inspiration' has been taken from 'Mr 
S' • but as I said before - they've done ft well, so good 
Fuck to 'em. If I'm honest with you, I was expecting to be 
very underwhelmed by this, but I've actually had a bril- 
liant time reviewing it and have already got a personal 
copy waiting to be taken home. Many games have tried 
to copy console fun, but this is about as good as it gets. 
I'm off to eat some humble pie. 



■■■■'J I If you play this version on the A120D it doesn't slow 

A1 200 down when there's a lot happening on screen, but 

_^____„_ otherwise it runs identically. The standard version 
£QJ2 *""» bG released on CO soon, with A1200 and CD32- 

specific versions appearing later In 1994, 







and coin-op convert from 
Virgin this month is also programmed 
by Probe. Arnie comes to Amiga in a 
version of the hit gun game from the 
arcades. Simon Byron lakes a look. 
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i he war against the machines 
looked to have been won in 
1984 when Sarah Connor 
destroyed the Terminator which had 
been sent back in time to kill her and 
her unborn child. However, Sky net 
had sent two Terminators through 
the Time Displacement machine, the 
second being a brand new proto- 
type T-1QQ0, a liquid metal-formed 
terror that could change its shape to 
mimic anyone it touches. Time to 
Start filing those pants. 

But wait a minute- there's anoth- 
er saviour in town. And it's a T-800 
Terminator! Vou control Arnie in this 
conversion of the hit coin-op which 
featured stunning graphics and a 
couple of Uzis bolted onto the cabi- 
net. T2 - The Arcade Game is a vari- 
ation on the Operation Wolf theme, 
with the first-person perspective 3D 
screen scrolling horizontally, giving 
you a through-the-Terminator's-eyes 
view of the action. You begin the 
game in the year 202$, where your 
task is to blow up lots of Termina- 
tors, as well as airborne and ground- 
based Hunter Killers, before blowing 
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up Skynet and travelling through 
time back to the late 20th Century 
to protect Sarah and young John 
Connor from the unrelenting T-10QO, 

The game takes place over a num- 
ber of level's ported across from var- 
ious scenes from the hit movie. In 
the future, you've got to blast your 
way toward the Skynet defence sys- 
tem r blasting the baddies and pick- 
ing up bonus items along the way. 
Then you're beamed to the past to 
take care of Connor and his mum, 
whose mission it is to destroy the 
Cyberdyne Systems building, before 
the T-1000 catches up with them. 

The major problem with this con- 
version was going to be the lack of 
attachable Uzis you can fit to your 
Amiga. But, like Mortal Kombat, the 
Probe team seem to have taken 
everything in their stride and come 
up with yet another superb game in 
its own right. 
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Hcre'4 where you start. The st . 
begins with a barrage of Hunter 
Killers, blasting missiles at you. 
Shoot these boys down and you get 
to tangle with the Terminator 
Endoskeletons. These lads pile onto 
the screen in droves, so make sure 
your gun's primed and ready for 
action. When you get to this particu- 
lar pert Of the stage, make sure you 

don't shoot the rebel soldiers. 

However, do make sure you shoot 
>t the boxes at the bottom of the 

\ screen, as they give out all 
, 1 manner of useful items to help 
I you on your way. 



Just like in the coin-op (and in so 
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front of the screen at the most inop- 
portune moments and start blasting 
away at you, whittling down your 
energy bar faster than you can say 
"Oi? Can you stop doing that 
please?" The best thing to do in a 
situation like this is to ignore any 
background baddies and 

concentrate on getting rid pf the big 

lad, because if you allow him to con- 
tinue pumping you full of holes, 
you're not going to last for very 
long. ^^^^ 
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Schwarzeneggers galore! You'll notice that there are loads of wooden 
crates dotted around the screen. Now, you might think that they're there 

for no purpose other than for the Terminators to hide behind because 

they're scared. But that's not what they're there for at all. Vou see, if you 
shoot at them, they burst open to reveal various goodies, in a manner simi- 
lar to the boxes on the first level. Once you've opened them up, blast at the 
bonus to pick it up, Vou can shoot other background objects as well, such 

as the light ffttini 

wise you'll die. And so will John Connor. 
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No, Lee Majors hasn't moved his Fait Guy role into the 21st Ce 
although looking at the state of that jeep you'd be forgiven- far thinking 
that. Erm, what am I talking about? Anyway, this level involves you guard- 
ing John Connor as he attempts a getaway in this truck. Hindering his 
escape are masses and masses of Terminator Endoskeletons and Hunter 
Killers, all baying for your blood and that of Connor. The Terminators run 
towards the truck, blasting holes in it, and you've got to wipe then 
before the truck blows up. 







You've travelled back in time! Finding yourself in the Cyberdyne building, 
you are dismayed to discover that the entire polite farce has turned put to 
greet you - with their guns. The abject an this level is to destroy every piece 
of equipment in the building, so that Miles Dyson can't complete his 
research and create Sky net, thus wiping out the nuclear war and the 
takeover by the Machines (if you've seen the film then you'll know what I'm 
on about). Sarah and John Connor rush around, leaving bonus items on the 
floor for you, and you've got to shoot all the equipment as well as taking 
out the massed ranks of the boys in blue. 




You're deep into the Cyber 
building now, in the researcn ana 
development area. What you must 
do here is find the Terminator arm 
and CPU from the first T-&QO 

that tried to kill Sarah 

Connpr in 1984 (it's 

this stuff which 

Cyberdyne 

kept secret 

and which 

Miles Dyson 

baaed all " 

research 

upon). 

Watch out 

for the sci 

tists and p 

up the ite.. 

left behind by 

John. 



u're In trouble! The T-1000 is 
on your tail, and he's found a police 
helicopter. Luckily, you've got hold 
of an armoured truck in which 

you've stowed away Sarah and 
John. Now don't ask who's 
\ driving the thing (because 

in the film it was Arm p. 

but in the game you're 

ting along beside the 

, blasting at the 
opper) but the 
bject is to pump the 
iter full of 
before it 
istes you by 
atedly 
ashing into 
the back 
of the 
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THE VERDICT 



Have those Probe boys beei 
extra-special programming pi I 

what this month? First, they k 
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Publirhet Virgin 
Probe 



out a cracking conversion of Mortal - - — 

Kombat, then they go and give us a M9.M Out Now 

really very good version of the T2 pnotuwdDWdnrtaHitoto 

coin-op! !f you forgive the fact that joy4titmne]rb*afd 

Virgin don't supply a plug-in Uzi ""^J"* 1 "** 



with the package, this is as close a ] 
conversion of the arcade mat 
as you could sensibly hope for r , 
I'm sure Arnie's going to be pleased , 
that for once a game containing his Ik m U JJL 

mush has turned out to be anything 
other than a real stinker. T2's got ATI 

everything - superb graphics which <jfi U I fO 

have been ported 1 well from the 
coin-op, loads of sampled sc 
effects and the sort of no-fi 
barred action which makes all t 
Operation Wolf-type games 
successes. All of the coin-op's li 
have been included in the game, and 
with all of the game's features you'd expect there to be 
disk-swapping a-plenty. But no; T2 - The Arcade Came is 
supplied on just two disks, and there's the bare mini- 
mum of swapping to be done. My only real whinges 
about the game are the incredibly bad music scores - 
there's absolutely no need to create music as painful to 
the ears as this - and the fact that, as with all games of 
this genre, T2 tends to get quite samey after a while. But 
as the old saying goes, if you're a fan of all-out action 
and mindless violence, as well as a person who goes 
gaga over anything Arnte, then you're going to be glad 
you bought a copy of T2 - The Arcade Game. 



A1200 



, Same old story, I'm afraid. No noticeable 

; differences when playing 12 on the A1200. Np 

-i 41 200 version is planned. No C032 version is 

J planned. Etc. etc. 
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Larger than life and twice as fast, Matt Broughton clunk-clicks and prepares for speed 
ahoy with Titus' latest driving experience. 



MM M^^Muesday night," I said. 
"Rehearsal." I said. 
"Don't be late" ( said. 
What happened? The lads came 
round, we- loaded up Lotus Turbo 
Esprit and then wasted three hours 
- not writing songs - just driving 
round and round ramming each 
other off the road- The productivity 
of the average rock-funk-pop group 
will never be the same if you start 
rehearsing in the same room as an 
Amiga. And I should know. 

Yep, pretty good timing this one, 
really. With me still gloating over my 
bedroom victory, what should arrive 
but Lamborghini American Chal- 



lenge - the follow-up to the well- 
received Crazy Cars 3. 

Crary Cars 3 was received with 
open arms and high marks about a 
year ago, but the poor sales where 
put down to a number of problems 
■ the most major one being the lack 
of a two player mode. So guess 
what you'll find in Lam bo' - yes, a 
two player mode. Huzzar! 

Well, with my obligatory 'huzzar' 
out of the way, I expect you'll be 
wanting to know exactly what to 
expect from this, but in honesty it's 
just CC3 with two players, so it 
seems a bit silly explaining the 
mechanics of a racing game - but I'll 




do it anyway (I have to or they 
won't pay me.) 

Vou must compete against 19 
computer controlled rivals, as well 
as an infinite number of drones 
{simply referred to as 'locals') as you 
work your way across the U,S of A, 
racing through just about every 
major city you'd care to name. 
Weather conditions change drasti- 
cally as you move from city to city 
- affecting the way your car han- 
dles, and police have set up speed 
traps on some of the routes, forc- 
ing you to take it easy or make 
some new friends back at the sta- 
tion. 

The standard extra items can be 
glued onto your motor to add turbo 
boosts, super-traction etc. or if 
you'd rather waste your money in a 
different way, you can bet on each 
races winner with the computer 
rivals. 

Oh come on, you know what I 
mean. Vroorn vroom, blah blah etc- 
Go on - sod off. 




If you like a flutter then I'm sure 
you'll enjoy losing a few hundred 
dollars on a friendly wager. If you 
enter a rat* that includes any of the 
computer rivals, you can participate 
in a bit of 'ti armless' gambling befor* 
hand ■ so it's time to put your money 
where your trousers are, and show 
how confident yau really are. To start 
with the rivals aren't very adventur- 
ous, but a 5 the game progresses, 
they'll start offering larger and larger 
amounts to bet against- Once you've 
got all the extra on your car, there's 
not a lot else to do with your money 
anyway- 





Open up, it's the pigs'. Yes, just as in real 
life, driving becomes twice as exciting once 
you've got a copper on your tail, The police 
set up radar speed traps at spots a Icing the 
route, and though you can get a warning 
device, chances are you'll still speed right 
past them. This earns you the right to wear an attractive 'offender' sign 
above your head, entitling you to be hassled by the cops until either you 
can outrun them, or they run you off the road. If they do manage to catch 
you, you'll find yourself out of that race and facing a fairly nasty fine when 
you get out of ja il . 




From this main map you can select the city for 
your next race- By passing your cursor over one 
of the stars, you will be presented with a board 
{inset) which gives details on the prize money 
up for grabs, local drivers' skill level, the 
weather conditions, and the possibility of 
police presence- Obviously the greater the 
challenge, the higher the rewards, The main 
computer rivals will also appear if they are 
racing in that city. This map screen is used to 

access the shop and garage facilities. 
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{Left! After each race, 
you'll collect any 
prize money and pay 

off any outstanding 

fines- Any rivals that 
bet against you will 
pay up or slag you 
off, depending an 
haw well you did. 
You need to appear 
in the first three 
drivers if you want to 
get anything back. 
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Along with the computer drones there are a set number of specific comput- 
er rivals to be dealt With (you can't miss them because their cars have got 
'Rival' above them). These rivals drive a lot faster than the drones and are 
generally harder to pass - deliberately weaving all over the place. The best 
tactic with these guys is just to get past them and then bomb off as fast as 
fast can be. You If notice from my speed and by the flame behind my car 
that I'm making the most of my turbo boosts at this point. So long sucker! 
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Throughout all the races, you'll be 

fighting against 19 computer rivals 
far top position in the league. As 
time passes, more of the drivers will 
drop Out and (god willing} you'll 
eventually find yourself up against 
the cream of the crop for the final 
showdown. I must say I'm a bit con- 
cerned about the Michael Jackson 
look-alike at number 2, especially 
when you notice that his name is 
Rojer ■ coincidence or a sick joke? I 
wonder. 



Ah, this is more like it! As with most 
games, the fun doubles as soon as 
you can get someone to give you a 
challenge, and Lamborghini is cer- 
tainly no exception. In traditional 

'split screen' fashion, you can now 

take on a mate as well as the com- 
puter rivals as you hurtle across the 
country. ¥he game remains 
unchanged other than in display, 
with all the features and speed 
being identical to one player mode. 

Came on Byron, get a move on! 




What's the point in having a mon- 
ster racing machine if you can't fit it 
with extras? Well don't you worry, 
Lamborghini has tons of 'em! The 
shop offers a varied selection of 
things to waste your dosh on, from 
radar detectors to automatic gear 
boxes, from super-tract ion wheels 
to turbo blasts, from plumbers to 
electricians ■ you'll find everything 
you need in the good old yellow 
pages. Oh, sorry about that. Good 
food costs less at Sainsburys. 



There's no way you'll get through a 
race without the odd collision, and 
the performance of your car will 
start to suffer as the damage meter 

rises. All is not lost, though, as you 

can enter the garage before each 
race and repair the damage that's 
been done. Two percentage bars 
show the damage incurred and the 
effect that this will have an your 
speed. For a price, top mechanics 
will happily sort you out, and 
believe me, you'll need it. 



PuUtittrtr: Tit US 

Developer: 

In house 



£25.99 December 



Not Hard Disk Installable 



Joystick 



Memory 
1Mb 
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I THE VERDICT 

mmm m ■■■ hmmb aamm m am mmmmmmmmmmmmmtkL 
Do you remember that Star Trek 
episode where the crew met a race 
of beings who moved so much 
faster then they did, that all Kirk 
could hear was a high pitched 
buzzing, while from the aliens' 
point of view all the humans just 
stood still? MO? Oh, well there goes 
that comparison. Lambo' is nice 'n' 
fast and no mistaking - it moves 
like the wind at the worst of times 
with you just steaming past the 
rather pathetic drones - but as a 
one player game, it gets repetitive 
fairly quickly. As soon as I loaded 
up this game, I sat for the next two 
hours and beat the computer rivals 
on my first go (and I hasten to add 
that I never really played Crazy 
Cars 3 that much before}. This 
doesn't say much for its chances In 
the 'long-life tournament' of 
games, but then again I suppose if 
you buy Lamborghini you pretty 
much know what to expect anyway. 
The two-player mode works a treat, 
and boosts the game up a few marks, but 
again this is more down to the fun of a challenge rather 
than the game itself. Having the computer rivals adds a 
bit to the excitement of the game, but in honesty this 
doesn't occur often enough and you find yourself delib- 
erately aggravating the police just for a bit of company 
as you plough through the drones. The speed of the rac- 
ing is impressive and the graphics and sound do their job 
very well, but a few more different cars wouldn't have 
gone down badly. The disk accessing Is a little bit 
tedious - loading before and after each race - but other 
than that the game is user friendly. Despite my groans, 
I'm impressed by Lamborghini, but at the end question 
its long-lasting appeal as a one player game. 
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A1200 



CD32 



The- gJ.me plays at the same excellent speed on all 
machines, with no difference* on the A 1200, TltUS are 
looking into putting Lambo' on the CD32 in the near 

future. 
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...is on final approach . 
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After countless 
breathless previews, 
much hype and a lot 
of waiting, Psy gnosis 
have -at last! - 
finished what they 
claim is the first 
'true' CD game. 
Simon Byron casts 
his four-eyes over 
what they're already 
calling "the future of 
CD entertainment." 




They've been hyping this one 
so long it's been in danger of 
being a self parody longer 
than most games have been in devel- 
opment- The FM Towns version was 
pretty awful, and the Mega CD ver- 
sion is best forgotten. What chance 
does the lowly CD32 conversion 
have, I wondered to myself shortly 
before loading this one up. 

A game based around being 
shrunk and travelling around inside 
someone's squishy bits has been 
tried time and time again, and no 
matter how good the graphics are, 
none of them have ewer been much 
cop. Still, the spectacle-wearing, 
power-crazy, git features has 
decreed that this will get four pages 
- supporting the exciting new medi- 
um he calls it - so I'd best play the 
darn thing. 

Goodness me, what an intra! 
Seven minutes later, and totally 
blown away by THE most stunning 
mtro Psygnosis have ever come up 
with ■ and that's really saying some- 
thing - 1 have to go for a little walk. 



Yqm'II find one of these in most levels. You wouldn't really expect to see a gigantic space station - or should thai be 
inner space station? - inside the body, but nonetheless, here is one. Once docked here (this is starting to sound like 
an Elite convention) you can add upgrades to your ship, check on the State of the body and 1 your awn progress, or 
just marvel at how modern it all looks. 

In this more than six minutes long 
mini-movie, we are told the game's 
plot 

Two rival corporations have been 
battling it out for a hell of a long 
time. Finally getting fed up with 
underselling each other and placing 
larger and larger posters ail over the 
cities of the world, one decides to 
kidnap the president of the other 
and inject a small robot into his 
brain. This will control his move- 
ments and allow one to control the 
other, With me? Good, So you are 
sent in {also in miniaturised form) to 
find the robot, while fighting off the 
body's natural defences and all the 
rest of the buff borrowed from the 
Doctor Who story The Enemy With- 
in', 

The major problem Microcosm 
faces is the stiff competition from 
last month's superb Liberation. With 
Mind scape's game setting the stan- 
dard for CD32 games, it appears to 
me that Psygnosis have a lot to do. 
So what are the scores on the doors, 
Miss Ford? 




Possibly the most hyped thing about Microcosm are the graphics. 
The squeamish say 'Yuck' and the rest of us go 'Wow, that's the best thing 
I've ever seen', etc. With over four hundred Megabytes of space taken up 
just by the graphics (could your hard drive handle that?}, it's the first real 
CO 3 2 game that tills the disc by means other than a few audio tracks, 
Graphic artists beavered away for eighteen months, sticking cameras 
inside each other and digitising the photos. ,, no, not really. They actual 
ly beavered away on Silicon Graphic workstations, but the effect is the 
same, don't you think? 



^S# 



. 



REVIEW 










WHICH WEAPONS 



(Above) Just two shots from the mammoth opening sequence. 
Unfortunately the frame only fills a third of the screen, but the images ire 
so impressive that you start to realise that, well, maybe size isn't important 
after all. Still images can't do this any justice - you really have to see it run- 
ning, Buy a CD 32 and a copy of Microcosm - you'll see what I mean 



Can you see those five little 
bars in the top right corner 
of the display? Well, they 
relate to the five different 
weapons systems you have 
on board your craft. They 
are, from top to bottom: 

• Single fire. A standard 
laser cannon, that doesn't 
do anything fancy at 

all. What a shame. £| 

• Double Fire. 
Just tike the 
single fire, 
except it fires 
in two slightly 
different directions, 
giving you a much 
wider firing range. 



• Triple fire. The best ca_. 
non of the lot. This gives 
you massive destructive 
power. 

• Homing Missile. Tracks 
the nearest enemy, and 
takes them out with the 
greatest of ease. Very easy 
- and very satisfying. 

■ Shield. You have a 
shield which you can 
switch on and 
off when you 
like, provided 
your ship has the 
energy to keep it run- 
ning. Make sure you 
save it for when you really 
need it! 




In each level, you need to find a robot drone to kill, one of which will look 
just like thii. Every other bad gi,iy in the game will die with one or two hits, 
hut these take ages. Not only do you have to hit them in exactly the right 
place, but they also fire bach all the time, {Old shoot-'em-up hands may 
recognise this as an end of level guardian.) Still, who said being a liv- 
ing antibiotic was easy? I'll never grumble about a paracetamol not 
working fast enough again. 



For pretty much most of the game, you are fly straight down 
preprogrammed paths, blasting the aliens that loom out of the darkness. 
Occasionally the firing will stop, however, and you get to steer the ship a 
bit- This happens at junctions in the level, and swinging as hard as you can 
in a certain direction lets you steer down to a different part of the level, 
This adds a maze element to an already frantic blaster and is nothing more 
than the game designers making life that little bit harder for no real reason. 
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The brain is easily the 
best looking part at the 
gam*, and it also form* 
the last level. However, 
those nice people At 
Psy gnosis thought it 
would be a shame for all 
those people who just 
can't hack it not to be 
able to see it, so they've 
made it one of the earli- 
er levels as well. You 
start racing around In 
the right hemisphere of 
the brain, but find that 
the one guy you're look- 
ing for it in the left, and 
so ha we to trudge all 
round the body to get 
to th* other side of the 
cranium. 



All through the 5,1ms there are 
gorgeous animated set pieces, like 
this one, which happens when you 
die. When your ship has taken so 
much damage that it can't stay 
afloat it careers off the walls 

around you before bursting into 

flames, with you shown inside, a 
look of panic across your face. 
Could this be the first time that a 
game makes you feel sorry for 
yourself when you die? 




The first thing the bods at Psyggy 
did when they started to design 
the CD32 conversion was scrap a)i 
the crap bits from the FM Towns 
original and add some of the more 
spectacular 'moments from the 
Mega CD. Gone are the set piece 
shoot-'em-ups from the original, 
replaced by some roller coaster 
rides through some really twisty 
bits of the body. Forget the Big 
Dipper and climb inside the Big 
Intestine! 




Just like Racquel Welch said. "Uh, 
there's a big lump of blood after 
me. And look, it's being folio-wed 
by a glob of phlegm" . Well, 
perhaps she wouldn't have put it 
quite like that, but you will when 
you start facing some of the organ- 
ic horrors this game has to throw 
at you. If that Isn't enough, there 
are mare than a few robotic ene- 
mies thrown into the bloodstream 
for the hell of it to make your life J 
just that little bit harder. 
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The controls work more or less as you would expect them to. The four way 
controller moves your ship about, one of the buttons fires the currently 
selected weapon, one changes trie weapon, one turns your shield on and 
one turns it off. One of the top buttons also brings up a map screen which 
draws itself, and one brings up an energy distribution screen that lets you 
move all your shield energy into your cannon to improve its capabilities. So, 
you can't plug a joystick in unless you're got a sin. button one. Tough. 




One thing the game makes excellent use of is live action footage. No. these 
people aren't rendered, they are actually some of the graphic artists who 
worked on the game. Shot against a blue screen in Super VMS, the images 
were cut out, degraded a little and then mixed onto a computer generated 
backdrop. Looks good, doesn't it? 




Mr 
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Juit because you're always flying through tunnels, doesn't mean you fly 
straight. The levels are full of more twists and turns than a Number 1*1 on a 
Sunday night, and it can be quite disorientating at times when you start 
getting thrown all over the place, Thankfully the sprite positions are 
independent of the backdrop, SO it doesn't affect the payability at all. 
It just looks great. 



THE VERDICT 

Well, as you can tell, I've been com- 
pletely blown away. Anyone who 
moans that CDs don't offer much in 
the way of new technology should 
get their leering gear round this. 
Massive congratulations have to go 
to Stewart Sargaisson, Richard 
Weeks, Pete Marshall and everyone 
else who has spent so much time 
taking a substandard FM Towns 
game with some nice graphics and 
turned it into THE CD32 game to 
have. Microcosm Is the best looking 
Amiga game ever, without shadow 
of a doubt. But it takes more than 
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nice graphics to make a good game 
so thankfully, Microcosm plays 
almost as good as it looks. By chang- 
ing the perspective on the game from 
first person (as the FM Towns game 
was) to third person, the payability 
has increased tenfold, and you are 
left with a blaster that is still great fun 
to play once you've got over the gor- 
geous graphics and dynamic soundtrack. Obviously it 
would have been nice to see more levels in there, but 
that's mainly because I'm greedy, never satisfied and 
would have loved to see how they would have shown 
other parts of the body. How about a Microcosm 2 - 
Journey Through The Unmentionables? If you're fed up 
with shovelware, and think you should be getting more 
for your machine than A1200 ports with CD soundtracks, 
then it's time to get your wallet out. Mario sold the 
SNES. Sonic sold the Megadrive. Nemesis sold the MSX (a 
bit}. Microcosm will get the CD32 the sales it really 
deserves. 



A600 



Mo, there aren't going to be any floppy 
versions at all, so you'll just have to wait tor 
the CD add-on to appear. Psygnosis would be 
happy to release a floppy version, but only if 
people will pay tor the 500 disks it would 
require, and don't mind a bit of disk swapping? 




BRimin s omv oFFiuni segh mncpzmE 



1 



I 



:;iJll[i)l 


| J 1 



nUMLRBLE FROIH 10th DECER1BER 



E V I E W 





jThe fist was thrust into the middle 
Sf the group. Each of the J 
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ombinations are tricky 
things to pull off. A few 
notable attempts include 
the mixing of cherry with coke, the 
joining of Abbott and Caste I Iq with 
The Killer Boris Karloff, and the 
merger between Lionel Blair and a 
multispeed food blender {one can 
but dream). Above all of these 
however is the combination that 
Codem asters are hoping to pull off 
- that of an adventure with an 
arcade game. You've got to admire 
them for their ambition if nothing 
else. 

Cosmic Spacebead is the first 



interg a lactic tourist, Armed only 
with a camera, a flash and a retro- 
thrusting hyperdrivs spacecraft 
(with the AA Horn est art badge) his 
mission is to prove to his fellow 
Linoleums {the populace of his 
home planet) that the Earth is real. 
Why? Just a small matter of being a 
national hero and obtaining masses 
of wealth, that's all. 

Thing is, no one believes his sto- 
ries of a small blue-green world 
with ape descendants crawling all 
over it, so he's left to fend for him- 
self. With only a measly one Lin- 
odollar, Cosmic has to find a way to 




o 



Some of the puzzles take a little bit of lateral thought. This scary monster 
for instance {and I don't think I'm giving away anything too serious} 
needs to be removed by handing him a helium-filled balloon, He then 
floati away allowing for access. But where on earth do you get the 
balloon from? 



get back to Earth, obtain the neces- 
sary proof and then get back to 
Linoleum in time for riches, ticker- 
tape parades and tea. 

Cosmic Spacehead uses a simpli- 
fied Lucas Arts-style adventure inter- 
face (and I do mean simplified), con- 
taining a list of verbs, an inventory 
panel and a side-on view of the 
main action. The arcade side of the 
game comes into play when you 
leave a screen. Each area of the 
game is linked to the next by a short 
action romp, from platform games 
to asteroid fields. Most of the time 
you need only play these sections 



once, if you make a second trip 
from one spot to the other you sim- 
ply skip the section and arrive 
straight at your destination. 

There's a bonus two-player sub- 
game to be had as well. The Cosmic 
Pie-Slap is a fight to the death with 
custard pies. Each player takes con- 
trol of shaggy dog creature and has 
to run around a maze, picking up 
bonuses and splitting the opponent 
before he gets hit himself. 

If it all sounds like fun, then 
you'd betterwash you rears out and 
hear this: Cosmic Spacehead isn't 
very good. 




Introducing the first ever intergalactic tourist, Cosmic Spacehead. Cosmic is 
moved around the screen by pointing the cursor to the desired location and 

clicking (with the joystick, naturally), The verb list below the screen repre- 
sent Cosmic* entire action list and the inventory shows his current posses- 
sions. 





Interaction in Cosmic Spacehead is 
limited to watching a pre- rehearsed 
conversation. Without the ability to 
choose responses or influence the 
manner of your queries, there's lit- 
tle feeling of character 
development or game freedom, 
something sorely missed from the 
game. 




The map shows all the possible locations in this section of the game. Each 
of the areas are linked by an action segment - usually a simplistic platform 
qame - which are mildy entertaining. But not for long. Cosmic "s task for this 

part of the game is to successfully negotiate the three sections: Linoleum, 
Detroitka and a space station. 

The platform sections make up most 
of the links Between adventure 
areas. Cosmic's actions are pretty 
limited, as he's only able to move 
left and right or jump. Here's a quick 
tip: Avoid everything that moves as 
they're all lethal to touch. The 
sweets are bonuses - collect enough 

and you gain an extra life. 

Marvellous. 




Sometimes the platform sections 

aren't that easy. These sewers, for 

instance, leave Cosmic completely 

in the dark (ho ho). As you'd expect, 

water is fatal (we all know what a 

harmful substance it is, don't we?}, 

as IS falling off the bottom of the 

screen, which always gets on my 

nerves- Mind how you go! 





The two-player Pie Slap is the best feature of the whole game, even though 
it as absolutely nothing to do with the rest of the adventure. Two players 
attempt to hit each other enough times to win the match and along the 
way you collect bonuses that allow tor ricochets, speed ups and opponent 
freezes. 
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My heart leapt i 

I first read the specs for Cosmic 
Space head (not a pleasant sensation, 
especially after just brushing your 
teeth - mint and blood don't mix 
well). A point- 'n'- click adventure 
combined with an action arcade 
game and supporting two players? It 
sounded too good to be true and as 
you'll know if you 'we already 
glanced ahead to the scores, it was. 
Let me ask you a question. If a game 
has a LucasArts style interface, 
requiring the selection of actions and 
objects to perform a function on- 
screen, and if it has a cursor that 
needs to be mowed around, wouldn't 
you expect to have mouse control? I 
would. Cod em asters, apparently, 
wouldn't. Joystick manipulation is 
fine for the arcade bits, but any 
adventure worth Its salt would allow 
for a mouse. The upshot is a major 
part of the game that is just cumber- 
some and unfriendly and enough to 
drive you away. Let's add simplicity 
to the currently boiling pot of prob- 
lems. There Isn't a great deal of chal 
lenge to any of the adventure's puzzles 
and though I know this is aimed towards the 
younger market, when you combine it with the control 
hindrances I can quite imagine junior turning to his Ma 
on Christmas morning and saying "Why didn't you get 
me Mortal Kombat? Don't you love me or something?" 
The only parts that do get quite tough are the action 
segments but, and this is a big but, BUT! (*hank you Rory 
Bremner), to die by failing a platform game when you've 
struggled patiently through the tedium of the many 
adventure segments incurs a feeling of such wrath that 
nearby grapes would be hitching up their stalks and run- 
ning for cover. If Codemasters had stuck to their original 
policy of releasing nothing but budget games then I 
would have heartily recommended Cosmic because It's 
exactly what you'd expect from a budget game. For full' 
price fare it leaves a lot to be desired. 




No CD32 versions are planned for any time 
soon and the game runs exactly the same on 
whatever type of Amiga yow have. 
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Simon Byron, master of innuendoes, reckons that Acid Software's reet smert racing 
game is so edge -of-t he- seat it's likely to leave you with... 





ook, I'm going to have to get 
this out of the way right now 
SO please bear with me for a 
second. I apologise for what's about 
to follow but it's not my fault - the 
coders behind this top-down racer 
leave me with little choice. So then. 
Skidmarks, eh? Sounds a bit like 
what you find in your undergar- 
ments, doesn't it? Snigger, 

That out the way, we can chat 
about the latest coding phe- 
nomenon that is Blitz Bask 2. This 
new programming utility looks set 
to replace AMOS as the language 
with which armchair coders can 




All of the rates take place over hilly 
terrain and some even have ramps < 
thpm so be prepared to spend quite 
a while in the air. You'll often find 
sharp corners after a particularly 
natty ramp so it's worth taking 
things at a steady pace and not 
going too fast unless you want to 
end up as scrap. Crashing only loses 
you a few seconds because you can 
sustain infinite damage - handy! 





A good tactic when you're being 
chased by your rivals is to expose 
your side to them as much as possi- 
ble- This way, if anyone bashes into 
you then you'll be nudged forward 
while they're drastically slowed 
down. Crashing into opponents 
doesn't harm your car in any way 
and you'll often find that passing 
'through' other cars will only slight- 
ly slow you down. This may or may 
Lnot bo a bug but it works better 
this way because it reduces the 
amount of stop-starting when- 
ever you encounter a crowd. 



bash out games from the relative 
safety of their seedy bedrooms. 
Which is a good thing as far as I'm 
concerned - after ail, AMOS was 
newer really that impressive and the 
awful brown screen that momentar- 
ily flashed up as AMOS games load- 
ed was enough to give any PD 
reviewer, urn, Skidmarks. Snigger. 
Blitz Basic, however, is a com- 
pletely different story altogether 
{and If you think I'm going to recite 
a Police Squad gag here then you're 
sadly mistaken, We just haven't got 
enough space), as you're about to be 
made aware, Okay, so I'm a complete 



know-nothing when it comes to writ- 
ing games but it appears that Blitz 
Basic 2 is so easy to use that even I 
could create a piece of software to 
rival Frontier; Elite 2. And it wouldn't 
take me five bloody years to do so, 
either, 

So to round things off, Skidmarks 
is written in Blitz Basic- You get to 
race around a number of courses 
against three computer- or M 
human-controlled opponents 
and, er, that's it. But can 
Vision out-race Team 
17 and the Codies? 
We'll see. 




(Below} All of the races take place 
on off-road tracks and as you tear 
around the place the road markings 
will gradually erode away as you 
scuff over them. Most of the tracks 
have a multitude of ramps to navi- 
gate but these aren't too much of a 
problem as you can't veer too far 
off course because the game keeps 
you roughly within the confines of 
the track, almost as if there were 
invisible glass walls on either side 
of the road. 
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Here's a complete track in all its glory. As you can see, 
<-«urses are pretty twisty-turny SO you have to pay close att 

n to the arrows on the track for an indication of what dit 

n to go. So what are you waiting for? 
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The start. But everyone seems 
to have left without us. 
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Match out for the Crossroads. 

Benny! 



^THW. 
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Here's a bit of a jump, 



- another corner 
Incredible, eh? 







The crowd. Impressed 
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When two- players join the action, 
the kwm divides itself into equal 
portions which centre around a car 
each. Although this may appear 
r»;itrictive (and it is a little), it's not 
too bad once you begin to learn 
where you're going and you'd moan 
■f the gam* was single-player only, 
really you would. At feast the 
option's there - it's Up to you 
whether you use it or not. 



Hey, hey. hey, slow down, tiger. If 
you're looking for an informative 
caption detailing exactly how to play 
Skidmarks then you're about to be 
sorely disappointed. You see, control- 
ling your car is as straightforward as 
pushing fire to accelerate and moving 
left and right to alter the direction of 
the vehicle. Of course, If you're using 
the keyboard then it's a bit different 
but the principal remains the same. 
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Ves indeedy-doody - another 
corner! Vippeee! 









I signs to look at, ' jjimp 





Depending on how much memory your Amiga has, you 
tan choose to race a combination of vehicle-types which 
vary from smart dragsters to even smarter Porches. The 
game will te*l you how many different types of car 
you can have on-screen at the start {something to S* 
do with graphics memory, so I'm informed) W^ 

although there isn't that much difference in the 
way they race so if you haven't got a high-pow- 
ered Amiga then don't blub. 
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E VERDICT 

This is what we like, a game thai 
makes no claims about breaking any 
barriers arid pushing back the 
boundaries of entertainment, con- 
tent merely to stand up and be 
judged for what It is - a no-non- 
sense, adrenalin-pumping racer. 
Skidmarks is beautifully simple to 
play. No messing around with awk- 
ward contro! methods, no fatting 
about familiarising yourself with the 
game and the way it works - if you 
can't wash 'n' go immediately then 
you're obviously still in potty train- 
ing (and I'd hate to see your version 
of Skidmarks). The graphics are bril- 
liant - nice, clean tracks with rugged, 
well-animated cars - and the wear- 
and-tear reflected by the courses as 
you race over them is a nice touch. 
However, It's not all good news. The 
single-player mode Isn't as fun as it 
could be, mainly because the com- 
puter-controlled drones aren't that 
intelligent and, as a result, easy to 
beat. Of course, the two-player 
mode is a right laugh, although get- 
ting used to the restrictive display 
does take a while, You could argue 
that twelve courses doesn't add up to 
much in the way of lastability, and you'd be right, so In 
one-player mode you're likely to get bored fairly quickly. 
But it's when you involve more people that the fun real- 
ly starts and once you all commence playing it's unlikely 
you'll be able to drag yourself away. Like Sensisoccer, 
this is a timeless two-player game which is likely to be 
dragged out of your collection time and again, but it's 
worth bearing in mind that single players may find the 
appeal wearing off after a while. 
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Matt Broughton earns himself the 'Sad lad' of the month award by talcing a copy of Mind- 
scape's latest home to play after hours. It must be good. According to him, it is! 



Les Tinies sont probablement les 
creatures lews plus malicieuses 
de toute la galaxie. Et non mis- 
taking! 

Yes, I've got a mu It i- language 
manual and I'm not afraid to use it. 
but il doubt that you'd be too 
impressed if I went on like this for 
two pages, so let's start again in 
English. 

Die Tin let sind wahrstheinlich die 
durchtriebensten Wesen der Galax- 
is. Damnkoftp! Wrong page. Ah, 
here we go.,. 

The Tinies are probably the most 
mischievous creatures in the whole 
galaxy, having failed to conquer 
Earth in 'Tiny Skweaks", the rebel 
Tinies have been carted back to 
their home planet of Sklumph only 
to find that the King of the Tinies 
has decided to use a new machine 
to rid them of their crippling sense 
of humour - thus bringing 
order to the planet. Unfortu- 
nately, a wkked Tiny has 
now taken control of the 
machine, turning the other 
Tinies into stupid monsters 
and proclaiming himself the 
new sovereign of Sklumph. 
Needless to say, the rebel 
Tinies must now end the 
tyrant's reign and release the 
King by negotiating 100 lev- 
els of platform action. Phew! 

To help them in their mission, the 
rebel Tinies have different coloured 
Power Rings which, when worn, 
change the colour of the Tinies and 
their abilities. Green Tinies can 
swing from ropes and pull blocks, 

j# Tinieican swim underwater 

id 'blow bubbles, red Tinier tan 
bite through weak walls and floors, 
and yellow Tinies can spit fire. You 

can only u^e one liny as. a time 
but you can swap between the 



Tinies at will. 

Secret rooms can be found where 
you'd least expect them (otherwise 
they'd be called Obvious Rooms, 
wouldn't they?), aJong with tele- 
ports and, of course, a number of 
nasty birds, bumble bees, sharks etc, 
who art? all very keen on fresh furry 
Tinies. With all these obstacles in the 
way, you can be sure that the task 
ahead isn't easy. H I 



Heave! 

Heave! The 

marvelous, 

mechani- 



LET'S GO! 

Do you remember that episode 
of Finger Mouse whore the 
crow had to drop stones in the 
bottle to get a drink? No? Oh. 
Well Anyway, this level is very 
much like that, with you need- 
ing to drop enough blocks into 
the pool to allow you to swim 
across and bite your way to a 
bonus room and then on to the 
exit. Oh yeah, and watch out 
for that flying pig. And no, 
don't mean Anneka Rice. 





This level 
is infested 
with fly- 
ing pigs 
that are a 
real pain. 
A few 
bolts fro m 
VpIIow 

should see 
him off. 

Eep! 
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Red Five standing by. Yes. Red is. 

a touch hungry, and should you 

find i weak spot in the ground 

or wall... well, I'm sure you can 

quess what happens. It's worth 

tatting any areas that look 

dodgy because you never know 

where your next hidden room 

will be. You'll never see two 

Tinies together, but I've placed 

together this shot to you can 

see Green showing off in the 

background. (He's my 

favourite!). 
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Yellows skill isn't exactly sub- 
tle - i.e. shooting things - but 

it does coma in useful for 
clearing away the chaff, not 
to mention bashing away any 
weak blocks or secret 
entrances. Yellow can send 
out a fairly destructive wave 

Of shots, or hold dawn far an 

R-Type build-up. He also 

makes a superb 'eep' sound 

when he gets going! 



Green is without a doubt my 

favourite of the Tinies. If your 

idea of fun is swinging 

Spiderman -style across the 

screen, then look no further. 

Green can produce a rope at the 

touch of a button that will 

remain intact until you releases 

the button again. You can lower 

yourself, pull yourself up, and 

swing from side to side. Once 

you get good, you can set up a 

superb series of swings that 

would have Tarzan weeping, 





This is a trap that only Blue 
can handle thanks to his 
underwater abilities. First he 
needs to use the switch to 

drain the water, and then 

hand over to red who can eat 
through the wall and get at 
all the lovely goodies waiting 
on the other side. Blue can 
alio blow bubbles at any 
baddies, which has the same 
effect as the fire balls from 
Yellow. 




As you make your way across the eight dif- 
ferent zones (see inset), you'll come across 
bonus rooms. You may came find these 
through random teleporters or by hitting weak sections of wall, but how- 
ever you get there you'll be treated to a mass of bonus tokens - collect 100 
and it's bonus life time for you, You only have a few seconds to grab as 
many at passible, so don't waste time thinking. Once again, here's an extra 
Green fury {did I mention he's my faVT} 



What can I say? This is just brilliant 
I hate to draw comparisons with 
other games wherj you have a stun- 
ning game like this, but take 
Lemmings and mix it up with Lost 
Vikings and you're kinda there. This 
really is the best of both worlds as 
you get to enjoy well-thought-out 
puzzles while still enjoying 
action/ arcade aspects of a platform 
game. The graphics are brimming 
with character {Green's rope is 
superb!) and the game is constantly 
adding new things to obstacles to 
overcome rather than just churning 
out the same problems in a differ- 
ent level. The sounds are quite 
cute, but the music Is a bit duff to 
be honest - firstly because the 
'musak' begins to annoy after a 
while, and secondly because you 
can't turn it off. That aside, it's the 
sort of game that's good for a ten 
minute play, or a real day waster. 
There's no password system as 
such, but the game does save your 
progress to disk after a certain 
number of levels, meaning that 

although you can't start exactly 

where you finished, you only have to repeat that 

zone again. Furries has an excellent pace and 

the learning curve is perfect. It's fiendish in 

the way the levels can appear deceptively 

simple but turn out to be hair-putlingly 

- " hard ■ especially when you don't have 

the necessary Tiny. The speed is 

brisk, although it does slow down a 

bit when things start to get really 

crowded, but thankfully it never 

really affects the game play Itself. I 

. really can't recommend this game 

enough ■ it's just such good fun. I 

haven't even got onto disk five yet, but I 

will. Oh yes, I will. 



This is compatible with the Al 200 and apart from 
losing all the slowdown problems, remains the 
same. Although there are no plans for an A12-Q0-$pe- 
f ifit" version. Mind scape are looking at a CD3Z ver- 
sion later next year. 
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Since double entendres and stereotyping 
foreigners are a way of life for David 
Upc hutch, he seemed the ideal person to 
cheek out the computerised antics of the 
ever-popular wartime farce. 



was there at the beginning. I was 
there at the end too. In my own 
private world, Alio Alio was as 
hallowed and revered as the good 
book itself (the good book being 
Rene Artois' War Diaries, of course}. 
I laughed with every mention of the 
fallen Madonna with the big boobies 
(chuckle). I chortled every time the 
Italian one (whose name I never 
could remember) said "Whatta mis- 
taken to make-a". I sighed with sor- 
row when Hans left the show and I 
mourned recently with the passing 
of Kenneth "Monsieur Alphonse" 
Connor. 

And now I have the game with 
which to keep alive those memories, 
A chance to relive the derring-do of 
the British airmen, a chance to mis- 
place my vowels with Officer Crab- 
tree, a chance to fondle Yuette in the 
broom cupboard and a chance to say 
"Vou stupid woman" to Edith when 
she catches us. Actually it's none of 
that. It's just a chance to run around 
some platforms collecting knock- 
wursts (sic) with Rene. There's not a 
double entendre in sight. 

The aim of the game is to explore 
the various levels, collecting gold, 
knockwursu (sic) and other valu- 
ables, eventually reaching the Ger- 
man-occupied castle and switching 
the fake painting of the fallen 
Madonna with the big boobies (gig- 
gle) for the real painting of the fail- 



ure cast members pop up through- 
out offering solution! to same of the 
problems, Rene's wife, for instance. 
Mill begin to sing whenever you 
nudge her, causing any nearby sol- 
diers to freeze far the duration. Vou 
would have thought they would run 
away, wouldn't you?, 

en Madonna with the big boobies 
(guffaw) to help fund the French 
Resistance. 

Within the game you get to con- 
trol either Rene or, in two-player 
mode, Michelle, dodging the Nazi 
guards and the main villains from 
the show, and accepting help from 
'all your favourites". For instance, to 
momentarily stun all the guards in 
Rene's cafe you can get Madaine 
Edith to start singing, The guards all 
cover their ears and are temporarily 
oblivious to your presence. Puzzles 
like this abound 'Alio 'Alio and this is 
what Alternative hope will set it 
apart from run-of-the-mill platform 
games. 
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Gordon Kaye in all his funny 
Frenchman finery as Rene Art on, the 
cafe owner (t'm just telling you this 

to prove I watched the shew) Rene's 

talk ii to negotiate each level, avoid- 
ing the Germans and collecting what- 
ever is detailed at the start- Level 
One needs you to collect knock- 

wursts (sic) containing fake fallen 
Madonnas, Level Two requires 
fake gold to bribe a train driver 
I 1 | and so an. 



Double fun (say* he using the term 
'fun' loosely) can be had in the 
simultaneous two-player game. On* 
player controls Rene, the other takes 
Michelle (hey, the game doesn't con- 
tain any innuendo so I'm hawing to 
provide my own here). Thing is the 
screen only ever centres on one of 
the players so any thoughts of split- 
ting up and exploring the map indi- 
vidually can be dismissed straight 
away, 
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To sum up my true feelings on 'Alio 

'Alio: The Game would mean turning 

my back on an institution that has ' 

been as much a part of my being as - ' ' 

Software 
my lifelong devotion to the associa- bs ^ mf: m-house 



tion football team that dwells under 
the banner Arsenal. "Alio "Alio: The 
Show was one of the few things I 
would fight my way to the televisual 
set to watch. 'Alio 'Alio: The Game 
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is one I would fight to get away 
from. The game's major failing is its 
inability to reproduce any of the 
show's sense of risque fun. I mean, ^ UJiO 

look beyond the fact that you're 
running around as Rene and that *\M m 

you occasionally bump into the ^k J i |0 

other cast members, and you'll soon 
realise that this could be just about 
any platform game set in any arena. jji Utt/j 

The only nice moments in the whole 
game are when you use the cast to 
slow down the Germans, but all this | ^ 
Interaction consists of is simply ' 
throwing something at them to ^m, 

'switch them on'. This Isn't 'Alio 
"AJIo, it doesn't even have the theme 
music! Since Alternative acquired the 
licence, why couldn't they even include 
the theme music? It's unbelievable, really! 
The two-player option would, nay should, have been 
quite good fun, Almost any game can be enlivened by 
the addition of a second human participant. Thing is, it 
needed some kind of split-screen effect allowing for 
strategic team play. The system used here is both stag- 
geringly unwieldy and bizarrely ill-conceived. What is the 
point of being able to control someone if you can't see 
what they're doing? Especially on a platform game! It 
beggars the mind, it really does. Listen very carefully. I 
shall say this only once: 'Alio 'Alio is crap. 



A1200 



CD32 



Ha, ha, ha, ha ha. Qlumph. You are kidding me? 
An A1200 or CD3Z version"? Bwah, hah, hah, 
hah, Pia, ha, ha... 







Available from leading 
retail outlets. In case of 
difficulty phone 0276 684959 
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Miner 2049er did it in the seventies. Rick Dangerous did it in the eighties, now the 
nineties platform adventurer is born. Simon Byron is going to the zoo, zoo, zoo. You can 
come too, too, too... 




There are those that say zoos are 
awful place*. That keeping ani- 
mals caged and out of their 
natural habitats is the most cruel of 
all mankind's punishments towards 
Mother nature. 

There are also those that say 
they are great places, A chance to 
study nature's creations close-up, 
while taking care of those speci- 
mens that couldn't fend for them- 
selves in the wild. 

Me? I just like them because you 
can watch monkeys playing with 
their genitalia. 



For Bubba, an animal delivery 
man, zoos mean escape Especially 
since the zoo in question belongs to 
an alien species, and he is one of the 
exhibits. Luckily, the chance to 
escape is granted when the ship car- 
rying him and his fellow alien cap- 
tives loses control and accidentally 
jettisons them onto a nearby planet. 
From there, aided only by a friendly 
stick creature, Bubba has to find his 
way back to Earth, avoiding the alien 
zookeeper all the while, 

In every genre of computer game, 
there are certain titles that stand out 



amongst the rest. These titles show 
exactly what can be done when the 
designers, the programmers, the 
artists and all the other elements 
that make up an average software 
house are working in perfect har- 
mony with one another. 

In the mid-eighties, one such title 
was Rick Dangerous. In the world 
that is platform games, Rkk has 
always stood out as one of the first 
games to inject some true thought 
and originality into the otherwise 
flaccid genre. It bred games such as 
Prince Of Persia and Gods and now 



its path of wisdom has led us to 
Bubba 'n' Stix, a platform game that 
stick-, its tongue firmly down the 
throat of Mademoiselle Playable. 

What sets it apart from most is 
that it isn't just platforms. In fart it's 
hardly platforms. It's more of a side- 
on maze with puzzles, traps and crea- 
tures that make the crude pressure 
plates of Prince and the rolling rocks 
of Rick seem crude by comparison. 

You may have gathered from the 
enthusiastic tone of this intro that 
Bubba is one of the best games of its 
type. Why? Because of all this... 






For «di* of u^ ( 1*H* pietis together map ha* 
, Were always, thinking of our 
riMftei*. you t tow 
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Here K where Bubba begins Level Three. 
Nothing to rio here but wanoVi to the right 
(or left, remember}. 
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Scattered around each level are the various other aliens that were on the 
way to the 200 when the ship crashed, Bub bo can collect these hapless 
beings for bonus points. Collect enough and the game will take you to a 
bonus level, requiring you to collect as many creatures as possible within a 

limited amount of time. 



The last level of the game takes Bubba to an alien space station, complete 
with baggage, tourists, conveyor belts and parking shuttle craft. This it one 
of the most taxing levels in terms of puzzles and requires some very creative 
thinking. What happens at one end of the level usually results in altering 
something later on, so it's best to take time and explore, 






{Left J Here we see 
Bubba n' Stix, the 
cutesome twosome, 
trapped on an alien 
planet. The adven- 
ture begins deep in 
a strange forest 
where the trees 
seem to have more 
than just eyes. Initial 
threats include man- 
eating shrubbery, 
homicidal birds and 
Strange blue spiders 
but these can be 
dealt with by chuck- 
ing Stix at them. 
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(Left) The volcanic level 
has the added danger of 
a lava-ridden floor. 
Touching the fiery sur- 
face weakens Bubba so 
he has to make full use 
of the various stepping 
stones that sink under 
his weight in true plat- 
form tradition, 
Fortunately, there isn't 
any way you can die 
instantly so you can 
always press on safe in 
the knowledge that the 
only damage you'll suf- 
fer will be short-lived. 



These bats continually haver around Bub 
so the best policy to adopt is to duck when 
ever they near. You carl swipe at them with 
■ * Stix but they re so damn quick that rfs 
often best not to bother. 



IV i 



The only way to traverse this bit is by using 



they Submerge as soon as you Step on 
them. Better be quick, Bubba. 
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Using Stiie as a snorkel, Bubba explores the underwater ruins. Along the way 
he'll have to contend with the deadly puffer fish, winch traps and other 
devices left by the deceased inhabitants. You'll also, have to watch your air 
supply because if Bubba stays under for too long then he'll end up with a 
lungful of water. Bubba' s face changes to reflect how much time he can 
spend under water so as long as you're attentive then there's no reason to 
drown. 



Some of the puzzles involve flicking switches, pressing! buttons and turning 
wheels (as our glamorous assistant Bubba is now demonstrating for your 
information and entertainment). These have various effects, from lowering 
water levels allowing for safer passage, to opening doors. Nothing is ever 
quite that simple, though - wouldn't be much of a game if It was - so sure 
enough such triggers are normally guarded by some nefarious means or 
another. 






Stix is one of the most useful puzzle-solving aides ever featured in an Amiga game. Not 
only can he be chucked at most tneanies {as you'll see later), but he can also be used in 
a number of other helpful ways. Like these, for example... 








Sometimes Bubba will come across a 
rock or a bag lying close to the edge 
of a cliff. By using Stix as a fulcrum 
lever, you can nudge the object over 
the side, triggering whatever lies 
below. 



The holes in walls allow Bubba to 
use Stix as a platform. Jam him in 
the hole and tnen jump on him. 
Some holes also act as switches, 
causing anything from mass rock- 
falls to turning on baggage trolleys. 



When underwater, Stix is used as a breathing apparatus by Bubba. An icon 
shows how much ■»!• Hubba has left and how long before he'll need to sur- 
face again. 

The most common usage for Stix is 
as a weapon - either by smacking an 
opponent upside thehead or by 
using it as a boomerang, Bubba can 
fend off most nasties, By leaping in 
the air whenever 5tin is beading 
towards a meanie you can influence 
its destination, A little fun can be 
had by sending Stix out one way and 
legging it the other and ducking or 
leaping to avoid him as he returns so 
that he has trouble finding you. 
Laugh? No, I didn't either. 





Occasionally. Bubba will need to cross a tightrope and in such a situation 
Stix is perfect a* a balancing rod. You need to keep a steady rhythm or else 
you'll lose your balance and plummet into whatever lies below. 






^aW 



O 







E V I E W 




For that extra burst of speed, useful tor dodging laser blasts, running from 
robots and generally getting to safety, double push the stick in the desired 
direction and Bubba breaks into a run. Pity he doesn't do any combat rolls 
as well, that would look really 'ard, 





(Above) Back on Earth, Bubba was some- 
thing of a pool demon. By using Sti* as a 
cue you can nudge certain spherical 
objects into moreooportune positions. 



(Left) The final use of Stix is simply to 
keep Bubba entertained while you're off 
doing other things, Leave the controls 
alone for Jong enough and Bubba will 
compose a short little ditty, 




Constantly pursuing our two heroes is the alien too keeper, who daren't 
face his boss without the prize specimens. The keeper crops up through- 
out the levels with a series of increasingly bizarre capturing tools. It's 
more for comic value than to present any real danger as his methods 
invariably result in him being on the worse end, the fool. 





THE VERDICT 
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Platform games need to be pretty i 

Special these days to compete with 

the likes of Zocl, Flashback and 

Super frog. Well, Bubba 'fl' Stix is as fvbUtimr: Core 

special as a specially-created Specials in-house 

album, compiled by Arthur and Nora "^ ^^~ ^^~ 

£25.99 Out Now 
Special. The combination of such 

■_ ■ I - .. Not Hard Dnk InM.iH.ibli 

cunning puzzles arid inventive uses 

of a sidekick (in this case a living Joystick 

stick) combine to form a truly enter- Memory I Dish* 

1Mb 1 

taining game. The overall character 
and graphical style of the game __ 
make playing Bubba like playing a WrJF \\ / 

cartoon - everything is so smooth 
and lovely that you just want to 
take Bubba to your bosom and pro- 
tect him from Ms harsh alien world. 
But what really makes the game are 
its puzzles. You would have thought 
that a stick would be a bit limiting in 
the puzzle stakes (after all, there's 
only so much you can do with one, 
isn't there?) but the game's design- 
ers have come up with a few really 
cunning brain teasers - although 
often know exactly where to 
Stix, you're never quite sure o» » 
outcome- There is, however, one prob- 
lem with Bubba 'n' Stix. With only six I 
els in total and no form of pre- or mid-game animation 
sequences you're likely to feel a little disinterested. After 
all, what's the point of struggling through a tortuous 
maze if there's no sort of reward at the end? It's a 
shame because the animations could have really helped 
with the overall style of the game, adding humour and 
giving the player a sense of deeper involvement {anima- 
tions are like that, you see). Bubba is a truly fab game 
that could have done with being longer. What's there is 
going to keep you busy for quite a while and you're 
more than likely to enjoy yourself while you pJay. Its 
just that it's the computer equivalent of sex - superb 
while it's happening but over before you know it. Or so 
I'm led to believe. 



■ nun 



There are plans for both a CD32 version and 
A 1 200 with 256 colours, additional animations 
and stuff like that- These version will be out in 
May 1994. 





'Premier *A}#il Order 
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Dept THOU, 10 Tinkler Side, Basildon, Essex SS14 1LE Tel: 0268 271 1 72 Fax: 0268 271 173 

Telephone Orders: Mon-Fri 9am 7pm and Sat & Sun 1 0am-4pm We Are Open 364 Days a Year 
P&P and VAT is included for all UK orders. Please add £2 P&P for Europe and £3.50 for Rest of The World 

Next day delivery service available £4 per item UK only. e &oe 
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SJ*nt Swvk. 2. H»! tii*i. 

loilmad Tycoon '^scfoct 

Okwd 

f!9.99 



Ci3MiATOA5SICS 

F1J <ih L« I :>)i« .'. 
Thmh VotAh, &$S Anooi 

■>..,:: 

£19.99 



WZT' WtlKflON 
Faiil Fouti. <wiic Sncw 
Fonhny WirU Diuy, 

"-■iniLT* ll. Oily 

Magidjmd r>uy 
C16.99 



DIIry'SEiaLIIHTADV- 
Oizzy Ponjc, 

ht.hfi^ J .-.■;.- '.iiri- Ct i. h 

a* Tont Folk. 5pelbouno 

Ostff Xwit inS* 

£>o.99 



CDMoAT CLASSICS 2 

- ■ « J«;ll,0^»r, 

Pocinc Isinnoi. 
sin S*nta 2 

C19.99 



FANtAilK WORLDS 
Mogo Lo WonKi. 
Piralu.. Papulous. 
Wa-sWJand 



FogiBAU CBA;r 

KicfcC*l2 l/7wi-a. Plny~ 

MonaoH, KM FnoTWniirti 

£9.99 



SacaB: StAfli 

HMirti Chomp Soccor. 
K cl. Off 2. MicropraH 

Eli.99 



SHCEie«NDi 

Wing Cwrmandor, E'n*. 

Moga travWlar ' 

'E19.99 



SPOtrSMASTEt 

Eurepten ChurtifiKj^iiriip 

19*2. POAIbifOpI. 

AdwnUga lirwis.lndy 500 



£XCHiitWGArVUT5 

AROtfRMACLeAN'J 
fOCl JAMES Kyi'J 2. 
SHtJTtlf, sCft,1CHJS 7 



TH( SRtAlEST Jniny 

Wlvto'j 5ooobfr_. 

Lot* of TVife T #mptTBii. Du-it 

til .99 



Arrjo or. Knighr) , 
CKuck Rock 

Dilly Panic ,„ 

KktOff 2 1 rVl« ........ 

Kick Off 2 Final Whisrie . 



,„?.w 

10,99 

..D."0 

„.9,« 

„ 7,99 

Kick Off 2 Gianti Of Europe ....7.99 

Kick Off 2 ReHufri To Europe ..-7.99 

Kick Off 2 Winning fcctici S.99 

Mifuproi* GoH ,.,„ „„„„„„,.„„.,„, 14.99 

Sat™ Taam ..„. .™. „,„„,.9,99 

Shadow WafWs 9.99 

ThimJaritfiica .„,„......„ ....5.99 

Wing CommorveW rll „„„,„. m .„...9.^> 

ZnolT. „.... , 13.99 

Zool , AU00, 12.99 



EDUCATIONAL 



AEW English |All Agas) 17,99 

ADi French |Ail Ages) ,.. .17.99 

Affl Marhs IAII Agti) 17.99 

better Spelling |8-10| _ 13.99 

better Walhs [1 2 16] 1 3,99 

Can Mu» £8-13) .„„ 9,99 

Fun School 2 (t5-B),„„. „,„.-„.,«„„— f ...J$.99 

Fun School 2 (+< r „ H ,„.„„„, ™ „...6.99 

Fun Schoel 2 |II4| ,........,.,„.........,. 6.99 

Fun School 4 [5-7) .16.99 

Fun School 4 [7-1 1| .„. 16,99 

Fur. School 4 lUJjf ,„„.,. „ .16» 

F^Sr*odPciire*GBalekwEr5+)_,^^. 17.99 

F^SdY^SpefcgFdr7-l3|, — - 17.99 

Fmrisn Gobem jfi 1 3) . 9,99 

Junior Typist [5-1 0) , 10-99 

Mogic MoHht (4-5] ....13,99 

Wflihj Mania JS-12J .13.99 

Moi+i* Dragons jo- 13)...™ „,..........9.99 

Merlin Moths (7-1 1),.......,,, ...17.99 

Mickey' i lM's [3-5) 13.99 

Mickey s ABCj |25|.... .13.99 

Mickey's Jigsaw Puzzles. [5+f .,, 13.99 

Mickey s Colour) &. 5hapn (2-5) , 1 3.99 

Mickey's Memory Challenge ]5+| ..13.99 

Noddy s Big Adventure ..„.........„„ 16,99 

Noddy s Hay Tirne B#)_ 16.99 

Ptrture Frachoni, 1710) 9,99 

HayKhooJ [3-B] „ „9.99 

Playrijom |3-«) .»™ J 7.99 

Rwvortirvg With Trail. ] S-l2| ...9.99 

Tidy The Houw (6-10) 9.99 



JUNIOR ADVENTURE 



Robin Heod ■ * ) ,13-99 

Scrooge (A ChnitrrKiJ Caralf (8+) 13.99 

The Three Fseor* [5-10, ,...„™„...™. 13.99 

Win<l in The Wille** (6+) 13-99 

Wizard Of Or 13.99 



JOYSTICK & ACCESSORIES 



QuKjkjoy Taptfar ,„„.. rrr „,,„.. r „. r „1 7.99 

QuKkjoy Turbo 10.99 

Quickjoy Jetfiohler ,1 1.99 

Cheetah 1 25*. ,„„ rr ,„.„„„ m ,„„„..„..7.99 

Com.pcrJirirj« Pn> Ejrtro ,.,„,......, — ,.....„„ 1 4-99 

Soncom Slik Stkk ,5.99 

Suncom Tac 2 „.. „„ 7.99 

Svnr,am "Q" Stick „...,„~«.... t . tm < ™,4.99 

1/2 Meg Upgrade 24.99 

1/2 Meg Upgrade *Ckxk_ —J6.99 

40 Capacity 3.5 Disk Box......... 4.99 

80 Capacity 3-5" Disk Box 6.99 



3.5" BLANK DISKS 



TDK PUfCISKW UNBfiAH- mCTtlED 

VERtATIH BOXED DID- LDOiE 

BOXED LOOSE 

10 7.99 6.49 S.99 4,50 

20 14,50 11.99 10.99 8,50 

30 21.99 17.49 15.99 12,00 

40 28.49 24.99 20.49 15,00 

50 33.00 26.00 23.99 U.50 

100 65.00 49-99 44.99 35.00 






UPDATES...UPDA 



SOCCER KID 



A cornucopia of riches this month, with 
new stuff for both the A1200 and the CD32 
- hoorah! Matt Broughton is the man behind A1 
the myth... 



£29.99 




THE CHAOS ENGINE 



A 1200; Renegade 
£25.99 

"Sometime in the last century an 
experimenter with time, space and 
early computers created a bizarre 
machine - the Chaos Engine, 
Although initially primitive, the 
machine evolved and rapidly 
became incredibly powerful. Even- 
tually it turned against its creator, 
and used its powers to send a cloud 
of chaos across the land - humans 
and animals were turned into 
ravenous beasts..." And so a legend 
was born. Well maybe not a legend 
- but a damned fine game anyway! 
Chaos Engine made a fair dent in 
the games world when it landed 
quite squarely at the end of last year, 





■"■ 


fife 





earning itself an impressive 85% 
from the Grand Master Upchurch {he 
used to work on the mag, as you'll 
no doubt remember). Well, now it's 
back, and it's got a new jacket - and 
a jolly colourful jacket at that. 

Just in case you weren't bom until 
seven minutes before you bought 
this mag, let me explain that The 
Chaos Engine is a sort of 'top-down' 
viewed romp, where you and a com- 
panion - human or computer con- 
trolled - wander around a number of 
levels in a Gauntlet fashion, killing 
nasty geezers and activating a set 



number of 'nodes', thus opening the 
exit to the next level. 

The levels take you through 
forests, swamps, factories and other 
atmospherically represented areas, 
with a different batch of monsters 
inhabiting each one. Your character 
(chosen from six possible mercenar 
ies) has a set weapon with unlimit- 
ed fire power, and also carries a spe- 
cial item - a map, fire bomb, smart 
bomb, etc - which can only be used 
a certain amount of times, with 
extras being collected along the way 
or bought at the end of each 'world', 

The computer-controlled charac- 
ter that travels with you is of a high 
intelligence (as far as CPU players 
go) and will attack monsters and 
activate nodes, not to mention pick- 
ing up coins and bonuses if you 
don't get there first. 

Apart from the super-duper 
graphics (which look gorgeous), the 
A1200 version is no different to the 
original in any other way, and 
though I wouldn't say it's worth 
buying if you already have the stan- 
dard version, you really should get 
this if you are a new A 1200 owner. 
Brilliant - especially is you have a 
mate to play the game with- 

OVERALL: 90% 







Now that any hopes of a British 
footy team making it across the Big 
Pond have been well and truly 
dashed, it looks like it's all up to 
Krisalis' latest platform hero to win 
us World Cup glory. How? By find- 
ing the five fragments of the World 
Cup trophy that have been scattered 
around the globe by an evil alien. 
Not very plausible, maybe, but a 
damn sight more believable than 
England scoring seven goals more 
than San Marino AND Poland beat 
ing Holland ever was 

What this entails is 
lots of scampering 
about on ledges, col- 
lecting point-packed 
bonuses and dodging 
or bashing bad guys. All 
fairly standard, you'll no 
doubt agree. But Soccer Kid 
boasts several features that 
make it much more than 'just 
another run-'n'-jump game'. 

For a start the Kid, being 
a whizz at footy, uses a foot- 
ball to mash the nasties. Via 
the joystick you can pull off a wide 
variety of fancy trickshots all of 
which prove invaluable for seeing off 
meanies in one way or another. In 
addition, you can even use the ball as 
a springboard! 

Now this sounds like it might all 
be horrendously difficult to control 
- after all, platform games should 
flow smoothly, and the last thing 
you need in the middle of some 
tricky jumping is having to perform 
joystick manoeuvres akin to Street 
Fighter 2's special moves - but the 




truth is it plays like a dream. 

Then there's the bonus game. 
Along the Kid's travels there are 
cards to be collected, each bearing a 
footy player's face. If the Kid gets 
the full set of eleven he then enters 
a sub-game where the aim is to col- 
lect all the bonuses in the time avail- 
able. If he does so, he wins a cup 
piece. Although you can complete 
the game without finding all the 
cup pieces, you won't get to see 
the full end sequence if you don't. 
We rather liked this when it came 
out on the A500/6O0 back in 
September - in fact, we liked it so 
much we awarded it 93%. Now it's 
here on the A1 200 and it's just as 
good (unsurprisingly). The 
enhancements lie mainly 
in the graphics, which are 
now are lot more colour- 
ful and have lost the 'pix- 
elly' look of the standard 
version - it looks rather spiffy, to be 
honest, as good if not better than 
any console game around. It's also 
hard disk installable now and 
(apparently) loads faster, which is 
not to be sniffed at. 

Like The Chaos Engine, Soccer Kid 
on the A1200 is not an essential 
purchase if you've got the original 
version, but if you're buying it for 
the first time then you're in for a 
treat here. 

OVERALL: 93% 





UPDATES 
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NIGEL MANSELL'S 
WORLD CHAMPIONSHIP 



choice and offers you such incredi- 
ble tips as "Stay on the track" and 
"Don't hit things" - well, I suppose 
when you've got as much money as 
Mansell, you can say what you 
bloody well like really. 

The graphics are straight from the 
A 1200 enhanced version, but the 
game now features eight CD quality 
soundtracks to choose from, a save 



facility (making clever use of an 
internal chip}, and much reduced 
loading times all round. The game 
also runs much faster overall and is 
given a more dramatic feel thanks 
to the pumpin' sounds (my man), 
but in honesty remains much the 
same as the A 1200 offering. 

OVERALL: 81% 




CD32; Gremlin 
£25.99 

I find it hard to take Nigel Manse) I 
seriously after seeing the Nintendo 
adverts - I just keep remembering 
everyone with those huge 'tash and 
eyebrow sets (chortle). Anyway... 



Way back in the May issue (well 
before my time) we looked at the 
A12GQ update of NMWC. and here 
it is again wearing its CD32 coat, in 
the game, you take on computer- 
controlled drivers as you make your 
way across the world and compete 
on sixteen tracks (the original only 
had fourteen) with varying layouts 
and varying conditions (needless to 
say, it's always raining in Britain). 

You can choose to dive straight 
into the championship, compete in 
individual races or make use of the 
'Improve With Mansell' Option, 
where a digitised Nige (we're mates) 
takes you round the track of your 





ARABIAN NIGHTS 
Buzz £14.99 



COMING SOON TO A €032 
NEAR YOU! 

With CD32 sales getting better and better, tons 
of old games are now being made available. 
Though these games haven't been enhanced for 
their CD release, I thought you might like to 
know about them anyway! 



Arabian Nights is essentially a platform game, 
but also includes a healthy amount of object 
collecting and Dizzy-ish problem solving. Vou 
play the part of a sword-waggling lad, who has 
to escape from the evil Vizier's dungeons and 
rescue the beautiful princess Leila. Vou do this 
by interacting with the many computer char- 
acters - generally swapping objects for favours 
(oo-er!) - while avoiding a number of bad guys 
and negotiating platform challenges. This prod- 
uct is identical to the original version, but well 
worth having if you're a new CD3Z owner. 



JOHN BARNES EUROPEAN 

FOOTBALL 

Buzz £14.99 

Pull on your boots and compete against teams 
from eight nations to become Champions of 
Europe. Play in one-off matches, or work your 
way through the cup tables as you take control 
of either John or the entire team in a side-on 
viewed game. A healthy batch of options allow 
you to manipulate the weather (blasphemy!)., 
set pieces, game length, etc, as well as how you 
control your player. The CD version of JBEF has 
actually been enhanced with some extra sound 
effects and music, and is available now. 





GAMEBOY DEALS 

ALL GENUINE UK VERSIONS 




SNES MARIO ALL 
STARS PACK 

& 1 NINTENDO JOYPAD 
FREE$NPROPAD 

Qnly 99.99 

Oftar valid until 31 .12.93 

ciipcD MFC nf-AI ^» 

ALL GENUINE UK VERSIONS 
SNES ALADDIN PACK 

& ■?** WWTFMDO jnYPAG 
■ KHEE IH flPOPJP- 

SNES STAR WING PACK 

J OWE IWTE WQ JOYP1D 

SUES STHtETFIGHTER TURBO 
PACK 

& OhtrHrHTEWXJJOYPilO 



GAMEBOV + NO EXTRAS 

FREE KOtoiX QB HOLSTER 39.99 

GAMEBOV WITH TETRIS 
+ BATTERIES 

FREE KQMX OB HOLSTER 

GAMEBOY PIN BALL 
DREAMS PACK 
WITH PINBALL DREAMS 
GAME & BATTERIES. 
FREE KONU Gfl HOLSTER H 7.99 



adoams wabbly - 

ad0amsfamly2 

PUSSlEvS 3CAYEHOER HUNT .._.. 
ADVENTURES, 0* t* fBlkJKEh . „ 

aero the achoeat' 

aladohn • : 

ALfflED CHICKEN- 

ALJEWJ 

UIHl . 

BATMAN HETUP.NS 

BATTLE''DAD6 IH 3ATTLEMANIACS 

SUBSY BOBCAT 

CAL HIPKEM BASKETBALL 

CAPTAIN AMERICA - 

CMAMBON*!* POOL 

CHUCK HOCK 

CLirFMANGEPI „_,... ,.,.,_,. 

COOL SPOT ■ „.,. „„„, 

DAFFY DUCK ■ 

THE MARVIN MISSIONS- ............ ... 

DENNIS- 

OCEEHT STRIKE , .. 

OHACUL1 ....„ 

EQUINOX 

EluAuST HEAT _ 

f-MM - 

FAST tAW lfPl*' 

FLASHBACK. .,,. .,. 

GOQFTHDOP- 

Opt* -.- 

HOOK _._ 

MUUAW*- -..- 

INCB(t>liLFC».*SH DUMMIES 

JIMVY CtHWOHS »BO TIWlpS TOUB 

JOHN MADDEN *J 

JURASSIC PARK ..._ 

KCVIN KFESAN PlAYEFI MANAGER . 
l(JNQAntHLin*WO*cP 

•;nuET>"&FWPK>uH „ , 

-AGOON ...- 

-AVBORGHINI 

-AST ACTON HERO -.._ 

lEMUMCS - 

Limpiiot j - 

uhivminqi 

MAJDP. TITLE SOUP , - 

MARIO ALL STAftS 

MARIO IB HISSING 

MARIO PAINT WITH MOUSE 

MECHWARFItOR - 

MECALQUAHUL _ 

«lt:nH S l>AOtC*L BLBBfT 

MI4HTA»*UAGiCi- - 

MWtAl kOMBaT _ 

MRNUTi- 

WVET1C QUEST 

NBA ALL 5TAR CHALLENGE 

SFLOUAFTERBACK CLUB 

HHlff. IStCE HQCKE1T _ 

WCEL MANSEJLL'S 

WOflLOCHAMPlQlHSHiP __ 

OUTLANDEH - 

PEE3.E BEACH GOLF 

FLU TOUR GOLF 

PIERRE LE CHEF. OUT TIJ LUNCH 

PlLOTWINCS 

HINBALL gntAMI- 

PINK. PAHTtiK ,..„,„,.„„, .„.,. 

PLC«L 

PC* 'H'TWMEE 

POPULOUS 2 ■ _._ 

PHlUCE OF PERSIA 

PuitlOvEB 

HMhU< .., 

«N AND tTIWf 

pliad HUHNU (LOONEt TunESi 
SENSIBLE SUCCm 

5MADC-WRUN ■ . , , 

5IMCTY 

5KTBLAZEH ........... 

S~>FIWINC 

S^REETFiaHTERS 

STREETFIQMTEH 1UHBO 

ITSIKiR 

SlJN$F> IHDEBJ 

SsUPEW AIR CJlVEfl ■ 

SUFEB rOWMHMAN ■■...,.- 

EUPER GOAL 

SUPER MAFNO*AHT 

SUPEH MARIO WD4M.D 

SUPER NBA BASKETBALL 

SUPER PRQflOTECTO« 

super *um 

SUPER SMASH tv 

E4JPEH STAR WAHB, 

5UPEH STRIKE EAGLE 

SUPER TENNIS 

SUPER W#F ftBESTLEIMMA 

THOMAS <M| FAdK EnCMlE ■ . .. 
TINT TQVH APVE^Tl.ll I 

BU5TEH BUSTS LOOSE 

T0P3EAR2< 

TOTAL CAANAOE * 

TS0DDLER5 

UH1II 

VMAI STAKE* 

WAHPSPEED „.„- 

WING COMMANMr) 

SECRE-MI5EJ0N* 

WINTER OLYMPICS ■ 

WCFElfSTEIN 3D * 

WORLD LEAGUE BASKETBALL . 

WWF ROVAL RUMBLE 

VOBHI S SAF4R .SCOPE E GAMEI 

YOUNG UERLh . 

IHflAJ-LlNKTOmEPAST ... 

10MNM 

IMl- 



.17.48 

.34.BB 
P'lIU 

49.9" 
.41.99 
.44.99 
.43. SB 
,3».M 
K>.4» 
.34. 4B 

13 49 
.44.99 
.44.99 
.44.93 

jiiaa 
• n 
»■« 

4AM 
MUH 

'«» 

',. NU 
».99 



I' ™ 

WW 

km 

.41.99 
JJ.M 

4C ^9 
42.99 
J7.49 

K.M 
41.99 



.41.49 
HUH 

.B.49 

»n 

'<TI 



.41.99 
'I'll 
.49.99 

a au 

J».99 
LI1U 
II It 
J«.9< 

24.99 



ADDAMEFAMM.T2 

Pl/OSLEYS SCAVENGER HUNT 

aoyehtup.e island a* _.. 

ALFRED- CHICKEN _.. 

ASTEMX 

ASTEHOiBS 

BART V!iJUUULHNAUfS 

BATMAN ■ THE ANIMATED HHltt .. 

BILL AND TED'S 

EXCELLENT AlTVEHTURE 

castle ouest* 

chuck roc* 

i:ilMH*hl£ER> 

DH MAPIlO 

DHACULA _,_,-,_,_,-.. 

E4IPIHE 9TRMIES BACK 

F1S STRIKE EAGLE 

FUrtTSTONES -,, — 

PtmiULi i in:' i 

HWITH FOUR PLAYEH ADAPTOR) ,. .. 

FHANKT.JOE AND DIRK 

ON THE TILER*- 

6S*R WORKS _ 

GOAL ■ . „„ 

BOLF .„.„.,.„. 

JACK NICKLAUS GOLF 

JURASSIC PARK *,.,_. 

KIRBY'S DREAMLAND 

KRUSTYS FUN HOUSE _ 

LAMiOBOHINI- 

LAST ACTIO" HEBO 

LAWNMOYH R MAN 

LHMBMM .„,„„.„ 

LETHAL WEAPOnl 

MOHTAL KOMBAT ,,_,_,.,_.. 

MUHAMMAD ALI 80S** ■ ... „-,-._. 
NIGEL MANSELL'* 

WORLD 1 CHAMPION*"* 

PANQ. 

HBNE LECHEF ■ OUT TO LUNCH" 

PMALL DREAMS 

RMANDSWBY' 

sensible soccer- ._.._........ 

stah thek 

star wars 

super james pond 

MPfH MARIO LAND 

SUPER MARIO IAKOJ ....... 

SUFEH HC PROAM 

TENNIS _ 

TfcftMlfcUYTOfl 2 

TESSERAE-, _.„„,„ 

THE SAVPiONt - 

TTCHT AND SiRATCHV „ 

TINt TOON ADVENTURES ■ 

MDNTAMA S MOVIE MADNESS 

T1TVS THE FOK ' 

TOW, A»6 JERRY 1 i 

TOTAL CARNACE ■ 

TROLLS' . 

TURRICAN . 

nana child ■ 

WWFmNGDFTMEHING.- .. ..„,..... 

ZELDA ■ UNK. 5 AWAKEMBW 

ZEN ■ INTEROALACT1C NINJA 

JOOL- 



.21AS 
..£0.99 
..23,99 
.23.99 
„13JJf 
. rjm 
,.3-i.H 

..1T.4B 
..211.99 
..211.99 
.20.99 
..211.49 
JDJH 
..ii.m 

..23.41 
..21.45 

..21 .99 
..20.9S 
..21 .SKI 
. H«( 
..ZI.49 
21.99 
.20.49 
..11.49 
..21 .H 

. n.tt 
n.n 

/:i in 

ion 

■W.M 

,13.41 
.20.99 
..23.99 

..2t.n 

.22.99 
.».4» 
, JAR? 
.23.49 
..22.49 
.21.49 
..20.4S 
».4( 
. I'M 
.19.49 
..13.99 
..17.99 

. I ■J" 

..21.99 
..21.99 
.23.99 

BJHJ 

..«.RH 
. 14.4A 
. ■ " IN 
, J3.R9 
..22.49 
..22.49 
..21.99 



COMMODORE AMIGA 
CD-32 CONSOLE 




li 49 
J =.49 
44 94 
MUH) 
NJH 
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V. 15 
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iJ49 
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WITH OSCAR & DIGGERS GAMf. 

1 1 EHJTTOCtJ JKJYPAEl. PLAYS ALIDM} 
CD'S AMD CDtG DISCS. FULL VIO T ION 

VIDEO ADAPTOB AVAILABLE. 



CD 32 GAMES 

ALFRED CMCK.EN »4N 

ALIEN 0ntE&i'$J>£C'AL EDITION) - 13.44 

ARABIAN NIQHT5(A0 A) 12.99 

BURMMi RUBBER Zl 99 

CASTLE52- ., . . ... .»*» 

bQlMHATHW M-49 

DONK _._ 19J1B 

F1T CH ALLFJiaE » .114* 

JDHNBAHHtS- 1MB 

JUflASJlCPARK JtS48 

K249|NAGA| 1144 

UTTLE DEVIL !1 •» 

LORD OF THE R4HDS, 2 • 

LOTUS TRILOLV'iLOTUS I 2 3; .. 

MICROC^StJ 

ClV*RKII.I.*l.|JNEH<:- JML4B 

PINBALL FANTASIES 2* *» 

PROJECT X- ... 1*4* 

OUAh;. 1UH 

HOBDCOD 30*4 

■IDflCI* !!-*» 

SENSIBLE BDCCEH* 17.W 

SLEEPWALKER 914* 

Wl 

ZSOQL :-i 

zool; , n 



W1EGADRIVE & 
MEGA CD DEALS 

ALL GENUINE UK VERSIONS 




MEGADRIVE 2 + ALADDIN 

ATWOSESAJOYPADS... 12.99 

MEGADRIVE 2 + SONIC 2 

A TWO SEQA JOYPADS ... 11 2.99 

MEGADRIVE 2 + 

SIX GAMES 4 TWO SE3A 

JOYPADS. HEVENGEOP 
SHINOBl. STREETS OF RACE, 
SUPER MONACO GRAND PRIX, 
GOLDEN AXE, SUPER 
THUNDER BLADE. 
ALIEN STORM .......129.99 

MEGADRIVE 1 + 

FOUR GAMES a twlvsega 

JOYPADS. SONIC THE 
HEDGEHOG. HEYENQEOF 
SHINOBl. STREETS OF RAQE 
AND QOLDCN AXE 129,99 

ALADDIN , 39.9* 

ALIEN* _ 30.49 

ASTE5 < *HE GREAT PESCUE .. 39 R9 

BILL WALSH COLLEGE fUf) FOOTBALL 

|IA I OUH (H.AYER CAME| 3S.99 

BLADES OF VENQEAMOE ■ - 39.99 

BUBSY BOBCAT .11: i" 

CHUCKROCnaSOhlCFCHAKW. 39.99 

CLIFFMANOEn - 30.99 

C0OL5POT M,<( 

COSMIC SPACIHIA*. St.« 

DESERT STRIKE _ 30.49 

DHACULA J4.W 

tA JP0RTS SOCCER 

|EA FOUR PLAYER GAME) 39 49 

IttQIOlSLPHWI 30.49 

EUttDCLUBSLTCCEH 10,99 

FIE STRIKE BAG4E 3 - 3S.41 

f ANTAJSTK CATZY S1.49 

FLA9HHACK 38.99 

FUNT5TONES ..Jl.49 

FORkUlL* ONf RACINO - S9.99 

GENERAL CHACS 

|EA FOUR RA\E« GAME) ■ Sj.M 

6HOULSNOH0STS 1T.it 

CODS- - 3S.99 

GOLDEN AXE 17,49 

HOOK ,. ,„.„.,»..,__„. -„-,.. ..J0.9S 

INDIANA JONES J - 11.91 

JAMES POND 3 - 31.99 

JOHN MADDEN "Jl ,. 10.99 

JOHN MADDEN 94 „ NJM 

JOHN MAODEN AND EA ICE HOCKEY ..J 1.49 

JUNGLE STHIKE I'i 11 

JURASSICPAHK ,. J9 M 

LAST ACTION HERO _ 30.99 

LEMUNGS _ IT.99 

LOTUS TURBO CHALLENGE 30.M 

MCOAUAMFS I 

IWOHLCCUR ITALIA «. COLUMNS. 

SUPER HANG ON| ..l&H 

MICK EV AND DOMAlO ■ 

WQRLDOF ILLUSION 19.99 

MICRO MACHINES 2M9 

MlO 79 FI0HTER PILOT - 3S.99 

MORTAL KDMBAT 42,49 

NHL HOCK.EV - 1 

|EA F&jR PLAVER GAME) 35 49 

NHL PA ICE HOCKEY 93 I? 9* 

PEUE- .. 29.« 

PSACOLFa -.. ..30.49 

POPULOUS ! 38,99 

PUGGSr ...,„„... ..»» 

HDADHASH! - IS.91 

llf:*OC0P V 5 TERMINATOR 38.49 

ROCHET KNIGHT ADVEHTUHES 38,49 

SENNA SUPEH MO«*<0„ 30.49 

SENSIBLE- SOCCER .- - 30.91 

SHIWBI3 38.99 

SONIC 2 lit* 

SONIC lttMltLl - 39.99 

SPEEDBALL2 18.99 

STHEETFIGH^EH Z ■ 

Championship f ditic* .47.99 

STREEFS OF RAQE 1*99 

STHEETS OF PAGt Z 7 - »-4| 

STRlOER - 17.19 

SUPSH KICK C*F .- ...3499 

5URIR 0*E ROAOHACBR 1*91 

SWORD OF VERMILLION ...27.49 

TAEWlANlA J4 9« 

TEtKIAlSr MUTANT HERO TURTLES - 

TOURNAMENT FIDKTERS 41 99 

TESTORIVE 2 ,,..,,.. J1 4* 

THUMMAFORCE4 2B.99 

TOE JAM ANO EARL 1*9* 

VIRTUAL PINBALL- Jl*9. 

WIZ-N'LIZ »« 

WRESTLE WAH 11 4» 

WWF ROTAL RUM1LE 43l» 

■KVSf VfHESTLEHAWA .20 « 

IDMBIES 

ZOOL 



yyb arty x\.ps\f ifllcial LK Dftxluas 
UMca sunplmrsal al Icajdny b'arda. YV6 
$41 Qain*fc Rrd |w*'irl"# r A s Al ai airdzog 

Snese-kw Meoaoftv*. uasiR* SysiRn. 

Gim 0*Bf, Sll«i NES. UMmebOf. NES. 

tyiK, An<gii. Alar ST. PC CO ROM i'>3 

ApplRHAE. 



MEGA CD 2 UNIT FOR 
MEGADRIVE + 7 GAMES 

SOL FEACE. COBRA COMMAND, 
SEGA CLASSICStCQLUMNS. 
SUPER MONACO GRAND PfllX, 

STREETS OF RAGE, QOLDEH 
AXE. REVENGE OF SHINOBl). 
CONNECTS TO MEGADRIVE 1 

OR 2TG PLAY ALL MEGA CO 
TITLES. IDPEE NOT ihCllfDC 
MEOADHrVEJ 239.99 

MEGA CD 1 UNIT FOR 
MEGADRIVE + 7GAMES 
SOL FEACE. COBRA COMMAND, 

SEGA CLASSIC Si COLUMNS 
SUPER MONACO GRAND PRIX. 
STFrEETS OF RAGE, GQLDEM 
AXE. REVENGE OF SHINOBa 
CONNECTS TO MEGADRIVE 
TO PLAY ALL MEGA CD TITLES. 
IOOES NOT IHCLUM mejeladhive;. 
2L19.&9 

MEGA CP GAMES 

BATMAN HETUHNS . J*J» 

BEASTI- JBUB 

BLACK HOLE ASSAUL* 14 9* 

CHUCK ROCK 2: E47N OF CHUCK ,.„ 

DHACULA, „ 

DUNE 

ECCO THE DOLPtm 

PINAL PWHT H49 

HOOK J*49 

JADUAH XJZ2S JA* J 

LETHAL tNFOBCEM 

IWITH LKLKT DUN) ■ « 99 

MICROCOSM "... ■ »*» 

HIJSC VIDEO ■ INAft JS.99 

MUSIC VIDEO . KHISS MH3E* 3*49 

NIGH - ' TRAP I Z CDS) 

BATtDu VEABSORGVER H.49 

PMtCE OF PERSIA H 49 

puggsy-. ..mm 

ROADAVEHGH 13.49 

UYVE« SHARK H.99 

Sherlock holmes 2 M49 

S .F-EED liuii 

SONIC CD. 1B.49 

TERUWATOB 38.49 

THUNDERHAHHC _ 38.49 

WOLF CHILD 24.1* 

GAME GEAR DEALS 

ALL GENUINE UK VERSIONS 




HUNDREDS OF SEGA AMD NINTENDO 

ACCESSORIES IH STOCK PHASE CALL 

FOR A CATALOGUE ON 

0279 600204 




GAME GEAR WITH 
COLUMNS 

(NO MAINS ADAPTOR). ...C9.99 

GAME GEAR + FOUR 
GAMES ino mains 

ADAPTOR). CHAMPIONSHIP 
TENNIS. PENALTY KICK, 
COLUMNS FLASH AND PAN 
AMERICAN ROAD RALLY GAMES 
ON ONE CARTRIDGE 49.99 

MAINS ADAPTOR FOR GAME 
GEAR (RECOMMENDED AS 
BATTERIES DO NOT 
LAST LONG) ?■« 

ADDAMBFAMLY- M-W 

C.J. • ELEPHANT PlAfllTrVI 23.49 

CHUCK ROC* J- SOUOFCHIIC* 2S.49 

COOL SPOT 24.49 

COSMIC SPACEHEAO- ........ .,-ti.H 

DESEHT StFIIKf , 24.49 

DlNO BASHERS ■ - ...23.99 

DOUBLE DRAGON 15 4t 

DHACULA _ Jt2JH 

■CCO THE DOLPHIN .2S.49 

FANTASTIC DtZZT 13,49 

FORMULA ONE RACING J4-49 

GLOBAL GLADIATORS (tBCAMAC) ..JB.49 

HOOK Z29* 

JAMES BONO QOT *S-4* 

JUNGLE *«lrf - JJ4JB 

JUFIASS.C PARK , SH 

LEADER BOAHCI .»49 

MICRO MACHINES- Z3W 

MOflTAL KOMBAT Mt* 

PGA TOUR COLE 24JB 

PRINCE OF PERSIA 2)4* 

ROAD RUNNER (WlLi I,CO*0Tf> **** 

RC4B0C0O JS.4* 

Bceocqf»s* Z»t» 

HOB0COPViT(PT*1IIKAT10B 244* 

JfhNA SUPER "UONACO- Z3» 

SES5IBLE BDCCER . , , »*» 

SOWCZ !1J» 

SONIC CHAOS 24.4* 

SONIC THE HEDGEHOG . 1**» 

STAH WARS „., 244* 

iTnUTiOF RAM - M.4* 

STREETS OF HALVE 2 2t4* 

SUPEH MONACO W • 1f4# 

SUPEH SFACtlNVADE«S 2>4» 

fA£M4*HA 234» 

TOMANDJEHHV .ZC44) 

WWF STEEL CAGE CHAUIHO.I 2Sjt* 



Sfuaal Untotae wtmheM s$* km* alt Mud., eon 1f6%(? 

READ NRG ' Regular Club Magazine 
7 CHOOSE from our Huge Selection 

BUY at Best Possible Prices 
I SAVE with our Special Deals 
* SAVE more with our XS Coupons 

WIN up to £60,000 worth of prizes FREE 
JOIN now from just £4.00 

we only supply members bul you can order as you join 

There's no oDHgalion to buy and you can be any age. 
Ju$t $eriQl in me focm below or phone Sales, on 0279 60P204. 

As a msmbBf Of $f>eoftl Resarva yoiilt receive regular issues 04 
NRG ms^zine. NRG i* Our 49 page colour CluQ magszine sent bi- 
montnly CHy to Special Raeerve nsmbers NRG CcafTulinr 

1 The bast Belsctjon ol Barnes. perif*i9rals 8i>d tiardwana for si 
potHjlBr 's-irals Wa ar«orlk:ia> Sega Niolendo and Sdiy stockists 
a Reviews in colour and lat-osl inrormalion on new produds 
3. Chans yrxi Rele.'-se Schedule, bo help you choose and plan 
4 The rjest prices. Jue1 one purchase will save you your »o*wio. fee 
S. Hundreds oi Special Oflers Top games a! phces vou vnonl beliBva 
8 aS SiAper Savers. Woney-ofl coupons worth Ore* E 160 9 year 
?. BIG E1 0,000 TARGET PRIZE COMPETITIONS. In every issue 
ol MflG, exclusive 10 m*.iYit*rs. tree io enter! 

I hot s why ov*f 200.000 people haw }*lned Special 
lei*pve. ihe blggeii ganwt dub In the World! 

0279 600204 

OPEN 10am til Bpm Seven Days a Week I 

Oidor.CortliimilkKV'FliOSOl ss«1 !&>4«»i> aidir 

Yoy can also Fax your order to us on: 0279 726042 

Jttf pndi Ai^UfVH HF> «jr l^flr SJjH WVIGB HE CUSlt^'? 1 1M"-V* »rt*») 
I WlltA/ Hit H^ito« k|M4 iiiiy Vit: -f# M Jh liVM PlMfit P^CnP »*M V ft??6 SOCJtJ* b 
LtKk JhJIKi Kf Mlyc cn]fl-ry M, n-ft Awtnl °J 3*Af n4 dlili rtfundi Wl "KuKI 41 B~Y *)"". 

{Mi a dAHMldi. Wn <wtr«i nw "if m G>vn& PW vnruui una 1 -uKcibv E .1 6.E 



CHEL MSFOFTD SHOP 
i(3 Broomlield Rosid. 



SAWBRIDGEWQn W SHOP 

2 Soulh Block. The Mailings 

Sawbridrje-wnrrh Hlt1s 



CLUB SHOPS OPEN lCam Lllpffl SEVEN DAYS A WEEK 

Aurdvnl C*w nh!.U«ia«L'J .'Sftyr'awt mfUMiigi StMntgnnnn iv% CktfiiffJ 

All i;rcwe ncluae VAT and ^rnnoa Id UK munlEnd. So* base ol Lf fl*r Ibrm for 

Dv*n»as sjrenflrafifl We Supply hardMBro only lc UK mainland addresses. 

MLlHaEBSHIP Ff!S > MONTHS Wtt Ti« 

rilAl ANNUAL 

MIMIEIsHIF MiMIEISHIP 

UK MEMBERS 4.00 

QVitSiHi EC MUUUi 40C 



ov«5H5 irutLt mwm ? k 



7,00 

iik 



TWO TiUf 

WITHHH; 
HMD IWKI 

14.00 

ISM 
tt.v» 



WE ONLY SVI*\y ME MBE 15 BUT YttUfiAN OB&ECl AS YOU-JOIM 

there; ape no sl^charoits qm telephoned ofldERS.iuKi 

PLEASE PflINT IN flUDOK CAPITALS , gpjj 



Name 




ArirtrAM 




Pn*lcode 


PhCrtY* 


LAachirB 



Emer m»n*srship numfjer (if apiJlicaCle) or 
MEW MEMBERS HIP FEE lUiHUAL UK TJM 

uem . 



"em 



item 
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ALL PRICES INCLUDE UK POSTAGE S, VM 



Cr*ouS.'P ■Jta:f5s Vasie'LariSw'Icii.Visa iSvtUch Issue No 
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Card 

■j;|,- 


,■ date Signature 



Cheques payable to: SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

I Overseas Otftri Surcharge {EC or World): Software orders 
; please add £2,00 p*r item. NorY-naltware Items please add 
I 86%. Hardware Items sufpl'XltC UK midnland only. 

Overseas orders murU be patd by CrwOI t *rt*. 

L_______ aaiidMiii -_______________JB| 
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copy Of MORfAL KOMBAT 

PLUSI A T-Shirt to wear 
while you play it! 
Courtesy of Virgin 
and your super-sizzling The One! 



FIGHT 



WHAT'S IT ALL ABOUT? 

You've waited haven't you? MORTAL KOMBAT! 
You've seen the adverts on TV haven't you? 
MORTAL KOMBAT! You've wondered why lots of 
people are running around the streets shouting 
MORTAL KOMBAT! Well, now you know (or at 
least you will know once you've read our four- 
page review of it.) 

Yes, if there's one thing we all really enjoy. It's 
pointless violence and large amounts of blood 
and phlegm - and when David isn't enjoying a 
nose bleed, there's always Mortal Kombatto pro- 
vide the jollies. 

If you're looking for an educational package 
that covers, in depth, the subject of making 
friends and male bonding, there's nothing better 
than a few rounds of old MK, 

But one thing's missing... 

You might have an Amiga, You might have 
games to play on it. But look at yourself- Yes, 
YOU'RE NAKED! 



WHAT CAN I DO ABOUT 
THI5 DREADFUL STATE OF 
AFFAIRS? 

Don't despair, because thanks to our best mates 
at Virgin we're able to offer you this stunning 
chance to win not only a copy of the much 
awaited game but also a stonkingly trendy T- 
shirt as modelled by the dazzling Matt (Mr Sains- 
bury's Assorted Biscuits 1987} elsewhere on the 
page, All you have to do is take a look at the 
screen shots on the page and answer some sim- 
ple questions based faery loosely I might add) on 
the Mortal Kombat characters that you see. 

Think you know the answers? Well plop 'em 
on a postcard or the back of an envelope, and 
mail It to: The Obvious Ego Trip Compo, THE 
ONE. Priory Court, 30-32 Farringdon Lane. Lon- 
don EC1R 3AU. to arrive no later than 28th 
March 1 994, Oh, and try to make your writing 
vaguely legible. Ta! 



(1) Matt's first opponent's finishing move involves: 

(a) Removing your spine. 

(b) Removing your wisdom teeth. 

(c) Removing a small piece of fluff from your 

belly button. 

(2) Matt's second opponent's best friend is a table 
lamp because: 

(a) He's sad and lonely. 

(b) He's blind and lonely. 

(c) He has an infrared implant and believes the lamp 

to be Cindy Crawford at night. And is lonely. 



(3) Kiai are a top notch Classic 

Power/Funk/Rock/Pop band (as you already 
know}, but what does the karate term 'KIAI' 

(a) Applause 

(b) Shout of power 

(c) Excuse me. Is that your car parked outside 

my house? 

4) Who do you think was responsible for writing 
this competition? 

(a) Matt (orange belt) 

(b) David (large belt) 

(c) Simon (fuzzy felt) 

(d) Jenny {super svelte) 
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IN A WORLD WITDOHT KINGS, POWER IS 



1HE ONLY LAW! 

No Leader ccntroli. (he dnlinr ol Ihis utw world, yel. Car you! Unlit eath 

Itnilory hi wu:d or by s word Or \ttt oilier dtfcal al rhe hands al Hit orhcr 

PowtrMonatu, Tf mi can: 

large an alliance-, i|tj hi your enemies, bribe lie wtak and send tw 

troops in Fd atladrt 

* Realtime action. ~ Up- In 3 EMipiiler «ppMienti. * Billions of worlds! 

"Excellent. 11 

"Firsl rate, aibniihina... stli a standard -al tuelkncE." PC f OBNAT 



Ol 9 O19KBulHri0ilPv(3AaCl«jnsLm. 

I Produced iindar tcsnM Irmri Electronic Arts Ltd 
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PROTECT THE INNOCENT 

"Knocks, your sacks off... ynu're nem seen 3D as. good as this. The 3D I wis) 
vnrhi tatremtly well and artjuab-lr makes Ro-bocop 3 the bell lib license 
lit." ACE 

UPHOLD THE LAW 

"This ii definitely wit ol Ike best film licensei mi." GAMES X 

SERVE THE PURLIC TRDST 

Rote-top 3 bringi iron a fail 3D rjdynnn Ihealre «l action Italur in}... 
ALIFTWAY SHOOT-OUTS, CAB CHASE, ARH ID ARM COMBAT with ROBOT 
NINJAS and mudh. muci none. 
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TM AC 1991 DnOfl PWurtftCffpSiiKiri. 
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SUMMONED FIIM 
THE NEAI1 IF HELL 

Y«*fl ait he iti tamiked from Ih* 
world, NnhMi lord blom* i) 
tack wih a Tegit*. *l fell's unholwsf 
fiends, their mission ■ blood revenge! 
Ywir brave hand Mist reenter Ik k:r 
ralia that aine can seal t UnrtHh and 
hi Internal terrors k Ihe Slack Crypl. 

tui be warned.,, unfit nettr «f 

»ch dew killers 

' Unique monsters ambusb. row, howl 

and hide. 
' II dungeons. 10 kids mriudmg 

iptcitl piderweftr kiel. 
' Over .5) Wit animated spelis and 

eHecri, 
' Dttjlised sound eflecti and musical 

store. 



IA1TLE YOII 
WAY IHROUCH 
RISKY WOODS 

n you lace stomping skeletons i sting 
Jrapi 1e Met ran, fare-grijipinii Utingj 
liendi and murh, much mure. Th 
mvsi rescue Ihe nunii.. kil beware, 
Ihei are guarded it a moat evil 
creature iwMgiMbW 
" 12 letels (landscapes*; 1 50 

itrtnj 
' A muJlHude of deiiws enenies l» 

dohrtr. 
* Power up wilt axes, tirehalls, thains 

and much -nrc. 

"Tteiylhiso yo« mild posiibrr want 
from m arcade adventure." ZERO 



I 194! Sfcr< 5cCyki! 
Eh Deign IHA 3cfWi I »! 




FORTY BIRDS. 

UNLIMITED PDEY, 

aiwed vith 41 front line tirtndl \w 
mission is It deiattate the enemy's 
land, sea and air locres whilsl 
protecling tour *m Eu1 your enemy 
u unpredictable and constantly an "he 
mne. repairing and replenishing his 
Inrrtj and HreluJly planning lis leil 
attach. 

Birds ef Prey is a witmt simublwi fi 
modem virftre. Tou will nal only 
tiptrieiue even upecr at midern air 
combat but wcu'll also disenier "he 
pore pater of 40 fighting aircrafl. 

Tcfrifjc llighl simailaMun/' 
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SUPER SEARS 
RETDIN 

thee again, fte WW 1 Stpeutan" I 

utiil* Ifti the Grand European f 

(amnagt' fair. Join i«ur UfDuriles. 

•lillH^an, ' UUhnale Wa"ior 

wd many more al *ey lr*i*l arrins 

Eurott k sgjuare df in Ihe ring against 

tag l(tim like nk Kaluiad Disasters 

and the Hasty Ikrst 

Wdkh Ihem in the squared circle. 

Follow them Is Ae Ound Finale Ma1di J 

a1 Hadisen Stuart Garden in Hew 

York [:iy Test your ilrenglh and skill. 

Wink wilt your leas-male la achiert 

the ultimate y«l - the Eumpcdn 2 CASTLESTBtET 

fttaaag*' Taa ream Title m^nchestc 
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"THE BEST COD CAME |UST COT BETTER 



.. T 



Exactly how many awards will It take before 
you own a copy of Sid Meier's Civilization? 




SEPT 
1993 



Winner! 

Best Consumer 
Product 1991 



Winner! 

Best Strategy 
Program 1991 



Sid Meier \ 
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Build An Empire To Stand The Test Of Time 
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OCT 
1993 




SCREEN STAR 



Winner! 

Best Entertainment 
Program 1991 




mwmir 



A \\ amrut wm in. 



Winner! 

Most Original 
Game 1 99 1 




NEWACA VERSION AVAILABLE NOW 
FROM ALL AMIGA STOCKISTS 

Published by Software Demon 

UPGRADES AVAILABLE 
For trade enquiries contact Kompart (UK) Ltd on: 

0727 868 005 

SW Mtlti '* It 1 rtgllMrtd lr*d*flWk or MlenoflfM* LU. ChrillMllon It published under licence 1o Softweni demon by MicroPro** Ltd 






ou can tell Chrimbo 
is coming - just look 
at the quality of the 
budget titles we've 
got this month. And 
just when you thought the hype 
had dies. Street Fighter 2 returns 
at bargain basement price to start 
it up all over again! 

COMBAT CLASSICS 2 

Empire 

Empire seem to have an eye for good compilations, and 
for the casual sim fan this is well worth a gander. Lift- 
ing off with MicroProse's brilliant F19 Stealth Fighter 
we're in familiar flight sim land, with loads of typica I ly accu- 
rate flap waggling from Microprose as we take to the skies 
in the hush-Hush Stealth plane. As with most Microprose 
sims. there are plenty of missions and the assorted polygon 
landscapes are updated at a fair old pace, creating a believ- 
able atmosphere and ensuring the many doqf iqhting and 
strafing scenes roll along at a decent enough speed . 

The weakest of the three trundles out next in the shape 
of Empire's own Pacific Islands, The follow-up to Team Yan- 
kee, Pacific offers more of the same tank- based action, as 
a convoy of tanks are at your disposal in a number of mis- 
sions. There are a few nice ideas but the action is far too 
slow-moving, and the chunky graphics often confuse. With 
the exception of the linked missions, there's very little to 
discern between this and its predecessor. 

Finally, we come to another MicroProse sim in the form 
of Silent Service II, which you'll find reviewed elsewhere 
in this section. 

So there you have it, two out of three ain't bad, and 
Pacific Islands is by no means a complete stinker. Ordinar- 
ily, the games featured in this compilation would cost in 
excess of £100. so this represents great value for money - 
something the old parent always seem to fall for. [MB] 





STREET FIGHTER II 



KIXX XL 

Yes, this may indeed feature Chun-Li, Ken and E. Honda, but, by gaily, this is not Street 
Fighter II. I suppose we were all hoping for the impossible, but whilst Creative Materi- 
als' conversion o> the classic Capcom coin-op may indeed resemble the arcade game, 
in terms of gameplay it is as far removed as Space Invaders is from Namco's Galaxian 3 machine. 

For those of you who have been holidaying on the moan or something, SF2 is THE arcade 
phenomenon of recent yean. Eight warriors have come together to knock seven shades out 
of each other so they get a chance to take on three larger bosses and the arch bad guy, M. 
Bison, Using a variety of punches 
and kicks, each fight takes place 
over three rounds, with the win- 
ner being the first to whittle away 
their opponents' energy. 

And then there's the special 
moves- rhese are what separated 
SF2 from the rest of the pack and 
what also sparked off a series of 
clones. Using complex combina- 
tions ot |oystick manipulation and 
the coin-op's six buttons, extra 
devastating punches and kicks 
can be pulled off - and very smart 
they were, too. 

Well, Amiga SF2 also has these, 
but unlike in the arcade g.irti* 
(and indeed the Super NES and 
Megadnve versions) the action is 
far from instinctive. The special 
moves have to be selected before 
the bout starts and the six but- 
tons of the coin-op are barely 

replaced by the one of most joy- 
sticks. And it's slow, too. Very 
slow. Basically, there was no way 
■ despite most people's hopes - 
that this was ever going to be a 
contender. This may look like the 
coin-op, but that's where the 
resemblance ends. Put the cash 

towards Mortal Kombat. [MB] 
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ANOTHER WORLD 

KIXX 

Delphine's pre- 
decessor to 
Flashback. 
Another World stars 
one Lester Chaykin 
who, during a routine 
experiment, opens a 
loop hole in time and is whisked into an odd dimension 
inhabited by a race of simian-like creatures - a genuine Plan- 
et Of The Apes if you will. Waking up with the headache to 
end all headaches, Lester is left to pick his way through the 
strange world, avoiding the ape-like guards out to blast him. 
Thus starts a rather smart thirty-three stage arcade/adven- 
ture which shows off Deplhine's stunning graphical prowess 
to the full. Starting off being chased by a large black crea- 
ture, Lester eventually makes it to a cavern system, before 
teaming up with a friendly local and heading for the only 
known escape route. That may not sound very exciting, but 
such is the presentation and realistic control over Chaykin 
that the game soon draws you into its atmospheric world. 
Delphine are the masters of cinematic inserts. Between 
each level the scene is set via a series of cutaway shots For 
instance, when Chaykin wakes up after being stunned and 
locked in a cage, you are shown a close-up of his eyes as 
they dilate and try to focus on what's going on! If there's 
one area the game does stumble a little, though, it's in terms 
□f speed and initial confusion over the controls. Lester cart 
be made to run, walk, sidle along, jump great distances or 
even bunny bop ■ and later on in the game he also collects 
a gun which acts as both a shield and a weapon. Granted, 
these are excellent ideas, but with the gun sections in par- 
ticular, activating the shield whilst letting off shots proves 
extremely difficult - and getting hit means it's 'Game Over,' 
Still, this is arcade/adventuring at its best and most involv- 
ing. Ignore its short- comings and you're on to a real win- 
ner - an excellent re- release. [MB] 




ASHES OF EMPIRE 



Action 16 : 

Mike Singleton'*, first epic NOT to appear under the MicroProse banner came courtesy of 
Mirage ■ and now it's back again courtesy of Digital Integration's cheapie label, Billed 
as a "complex fusion of adventure and strategy", Ashes Qf Empire is a huge strategy 
affair, with the player out to placate a couple of dictators whose constant bickering and hos- 
tile actions threaten the world. 
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As the leader of a global 
peace-keeping squdd, you've 
got to use every option avai 
able to keep people happy. 
Thus, what follows is a com- 
plex mixture of espionage, 
keeping the starving fed 
where necessary, and - octh-la- 
la! - even a bit of seduction 
where necessary. 

Mike Singleton's Midwinter 
games were a success because 
they blended a strategy theme 
with arcade action. Ashes 
leans more towards the Strat- 
egy side of things and is con- 
siderably more complex, but not quite so enjoyable. The game opens with a map of the area 
you've been left to unite, with key areas in peril highlighted. On making your way to one of 
these, a Mid winter esque 3D section opens as you head there, before giving way to a series of 
flick-screens as you scour each town tor new recruits to your peace corps. 

There's so much in Ashes Of Empire, it's hard not to be impressed by its size and content. But 
in creating inch a monster strategy affair, the programmers have neglected to make the game 
fun. I don't expect a game of this type to a barrel of laughs, but after a white it becomes a chore 
and moving from town to town all gets a little dull. Strategy fans could do a lot worse than 

this, but I think I'll be sticking to Midwinter. [MB] 
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RAILROAD TYCOON 

Action 16 £16.99 





How many times have you stood on a freezing cold 
station waiting for a train only for it to be can- 
celled? Loads, I expect ■ after all, not a day goes 
past without some mess up or other delaying us from 
getting to work or home. Leaves on the track, wrong kind 
of snow, dozy station workers who basically couldn't give 
a monkeys about the poor sods who pay twenty-odd quid 

a week to travel ten miles ■ the excuses are endless. Still, think you can do better? 'Course 
you do - and here's your chance. 

Sid Meier's classic rail-building game makes a welcome return, and proves every bit as 
compelling as it was first time round. Set in the early 1 800s, Railroad Tycoon gives the play- 
er the chance to out- BR BR by creating a flawless transport system. Everything from lay- 
ing the track and building the assorted stations and signal boxes falls down to you - as 
does balancing the books and other such important features. In addition, accidents are 
also your responsibility, so it's important you keep your many trains in perfect order and 
ensure the tracks are always in a decent state before the insurance claims roll in, 

Railroad Tycoon is quite simply a dream to play. It's easy to control thanks to a simple 
menu system, and the variety it offers is second to none ■ it could be described as "Popu- 
lous with wheels"! Graphically, it's no great shakes, but the gameplay is where it's at 
and it's there in stacks. It's extremely hard building up a decent company, and mine always 
seem to collapse just as they start to do well for themselves. Even so, this is the most fun 
you'll have playing trains outside of Hornby models. [SB] 
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It's time to dive, dive, dive, as MicroPros*'* sequel to one 
of their earliest sims returns for another battle. Originally 
released for the C61 and Atari 800 systems. Silent Service 
put the player i n charge of a su b in the m iddle of some name- 
less war in a series of simplistic missions. For this sequel, once 
again the whole world seems to be at war - but this time 
things are a little more complex on the control front. 

Everything from navigation to weaponry is at your dispos- 
al, and single key presses are used to initiate the sub's many 
features. However, although it is considerably enhanced over 
the S-bit versions. Silent Service II is still far from a complex 
sim. and nor is it gripping stuff. The game plods along at an 
extremely sedate pace and. whilst it is a well-designed Sim 
and well up to the standard of past MicroProse games in terms 
of content and progressive missions, it's all a little too slow- 
moving for my liking. Granted, this may be a reflection of life 
at sea, but the battles soon get a I ittle dull as the same graph- 
ics are used over and over again, 

It's a real mixed bag in the graphics department, too. The 
in -sub graphics are fine, with some really nice use of shading 
and some more than adequate detail. But the map screens are 
bland to say the least and the battle scenes are a massively 
missed opportunity. In fart, your prey are shown as tiny ships 
on the horizon with the odd flash as they get hit - as seen in 
Computer Battleships all those years ago. Evan at seventeen 
quid this isn't particularly recommended. It's by no means 
awful, hut only really worth persevering with if you get it as 
part of Empire's war game compilation. 
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FROM ONLY £ 1 EACH 

AMIGA, ATARI ST, PC, 
C64, SPECTRUM. AMSTRAD 

just send one first class stamp tailing us what computer you have and 
we'll send you a full list of available software at prices you won't believe to: 

Surplus Software Sell Off, Dept 93 6 Mercury House, Calleva Park, Aldermaston, Berks. RG7 4QW 

THIS IS NOT PD OR SHAREWARE SOFTWARE, ALL GAMES ARE SHOP SURPLUS 



500,000 COMPUTER GAM 



ADVERTISERS INDEX 



AMIVISION PAGE.97 GAMETEK PAGE. 1 8 &1 9 RENEGADE PAGE. 1 2 

CODEMA5TERS. ..PAGE.59 ICE PAGE.42 RUBYSOFT ..... .....PAGE.l 17 

CORE DESIGN PAGE.S 9,26, IBC MINDSCAPE.......... ...PAGE. 35 SIUCA SYSTEMS PAGE 121 

DATAGEM PAGE.122 OCEAN SOFTWARE SOFTWARE DEMON PAGE.l 14 

DIGITAL INTERGRATION PAGES. 30,52,91 ,OBC THALION......... PAGE. 68 

PAGE.S 29,8 1 PREMIER MAIL ORDER .. PAGE 86 US GOLD PAGE.S IFC 95 

DOMARK PAGE.25 PSYGNOSIS ................PAGE.45 VIRGIN GAMES PAGE.41 



AMIVISION SOFTWARE Present 



FORMULA ONE CHALLENGE 



An irKftdihlyoiJdictwsaitd detailed formula one limulnfen tr 1-4 

W<jtck iKffrotJBiai they unhid with *™li»«nli<j( highlight* Cra/ius) imi eileiipi cnrjoJi™ ihki/dd penallj 
calhw charjB, tortjf and record laps, Fouif irtdeptmaanTlmeli ^dWSailly.At£wia*a and dWpiW.^jJiic>£Rfi » 



■ 



Cirouih etc. 



) 5 taorrtj, J wn pw tarn, 50 driven wild voryiiio ikiHi, comply engine 4 tyre aMtKXii.OiCrX* *yr* ttTmcwndi,, Mr* 
jwrw^nti, change ™ng serings, e™i from jnjyr pn crew! 

&jdiryina., 16oi£ui^diuriiBipnstocJFiuiSi, newt jaetion, rfipliifii; wunjb<, Ioox)/k™ Qama.. >»eolrier larennih itatii- 
1m Knratf, tatasrl-l&A (\i»s, iponsorj, nj drivers and ajnilnjrt>rs engmpion-slnpi 

laleil up to Iht niim^djtoilv. tQuff .uqdDtobfe. InoredibV «laVHv», efodwcwJ by trus fcrnmla one ram. 
I nil il Hie moal nnlimc l^rnnuHj one iroanooemefll limitation, guaranhwd ' 




^mm-mssa 




Just £14,951 Includes instruction manual 
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l>EYIO DISK £1 - A 1200 compatihlt.- 
DEPT THO, 1 , Cherrington Drive, Great Wyrley, Walsall, W56 6NE 



Not much space so you'll just have to dive 
on in. Prepare to be amazed at the hottest 
tips this side of Tipsville. 
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There are those who 
would say that Team 
17 struck gold with 
the release of Body 
Blows. There are also 
those who would say 
that it's no good, but 
only because they're 
no good at it. Be the 
envy of your friends 
and the object of 
desire with the part- 
ner of your choosing 
with our full, in- 
depth players guide. 



Let's face it - the 
i creatures filmed 

i/r\ so beautifully in 
IBB 1 " Jurassic Park are 

• nothing but cry- 
babies, For some 
real prehistoric 
action, try taking control of the 



muscleboundosaurus himself, Dine. A 
fair few people will find him tough to 
control,, but to their liking after con- 
trolling him for a while. Slow and slug- 
gish in places, what he loses in speed 
he makes up for amply in strength. One 
of the strangest characters in the game, 
the best way to play him is carefully - 
practise your timing as often as possi- 
ble, and you'll soon find him to be 
invincible. 

Best Attack: The Duck and Punch. 
This one can take a little timing to get 
perfect, but the results are devastating, 
When your enemy leaps towards you, 
duck and then punch the air where the 
enemy is about to land, then sit back 
and watch them fly. 

The Old One-Two: If you aren't the 
kind of person who wants to sit about 
waiting fpr the enemy to attack you, the 
best form of defence is to Jaw Soap your 
way across the screen, getting ready to 
block at anytime, and then Duck Punch 
them to the deck. It never fails? 



DRAGON 

I hate to say 

this, but the 
Dragon is a bit 
of a crap char- 
acter to play. 
Lumbering and 
ineffective at 
the best of times, your best bet is to 
completely ignore him, Still, if you real- 
ly want to have twenty four stone of 
muscle at your fingertips, be ready to 
practise the next couple of moves. 
Best Attack: Once more, it's the 
Duck Punch, The beauty of this moue 
is that when you are holding the joy- 
stick in the right position, he is already 
blocking any attacks coming his way 
Wait for your opening, and then let 
loose. 

The Old One-Two: Crouch as before 
and then let out a Duck Punch at the 
appropriate moment. When the enemy 
leans back, leap up and perform a 
quick Superflip. If that doesn't knock 
them on their back, I don't know what 
will. 

WARRA 

The Ice King 
with the stuped 
name is one 
mean mutha if 
you can get to 
4 grips with his 
fists - easify his 
best weapons, The Big Freeze is an 
excellent weapon, if you can time it 
correctly - there's no point freezing the 
Phantom in mid disappearance, as you 
can't get any hits in before he thaws. 



Best Attack: The Ice Pick is con* 
pletely infallible if performed at the 
right moment. Remember, this isn't the 
kind of game where you can just wag 
gle the joystick and stab the fire but- 
ton. Wait for your moment - preferabh 
when someone is in the air - and ther 
a quick blow does the job. 

The Old One-Two: The ke Fist is the 
best way to open your combination, a* 
this will stop anything in its tracks 
Quickly step in with a Spinning Scytri* 
{you have to be right next to a charat 
ter for this to be any good) and you're 
on your way to victory. 

PHANTOM 



* 



Strange as i 



may mm 

Phantom is act i 
ally one of tht 
hardest c ha rat 
ters to beat, f 
might seem a lit 
tie unusual that a guy with no legs car 
defeat most people, but when yon 
think that he can do two particula 
moves that are practically unbeatable 
then you can see what makes him sue* 
a good character to play. 

Best Attack: There isn't much tha 
can hold out against the Death butt 
Kneel before your enemy to lull th 
into a false sense of security, and the* 
stick your head at their midriff as far 
and as hard as you can. Who said y* 
can't touch ghosts? 

The Old One-Twoi Phantom is cap» 
ble of so many effective combinations 
we didn't know what to suggest, bv 
in the end we settled for a Sonic Wa* 



or three to set the mood, followed by 
the unbeatable Orb Of Destruction. For 
maximum effect, perform at least two 
Orbs and round off with a Death butt- 



Someone else 
with no legs, 
and someone 
else who's hard 
to beat. The real 
, benefits to using 
this character is 
that any part of 
the body can be used as an offensive 
weapon - head, arms, tail, stomach etc, 
which leaves the character with a real- 
ly hot defence arsenal {we were going 
to do a joke about bottoms here, but 
decided that it wouldn't be funny). 
Best Attack: The Firepunch is my per- 
sonal favourite, simply because it's fast, 
very effective and can be pulled off 
with no trouble at all against most 
opponents Hold your defence until you 
see the opening, and then let one 
through. 

The Old One-Two: Use the deadly 
Spinning Flame a couple of times to get 
your enemy on the floor, and then fire 
a Heat Creeper towards them. If you're 
close enough, they won't be able to 
jump in time, and they'll fry on the 
spot. 



Generally 
regarded as the 
best character 
to play, Dan is 
the most tradi- 
| tional fighter in 
the game, and 
therefore the easiest to get to grips 
with. Although his moves consist 
almost exclusively of standard kicks and 
punches, a couple of them are so pow- 
erful that, when mastered, he becomes 
completely invincible. 

Best Attack: The Roundhouse, no 
question about it. Make sure you've got 
enough room to be able to pull it off, 
and then let one fly. If it connects - and 
it will every time with practice - you 
should have your opposing number on 
the floor within seconds. 

The Old One-Two: Kneel and let out 
some low punches, and then leap up 
and let out a Fowerpunch. This is par- 
ticularly effective if you can get your 



enemy against the edge of the screen, 
as they have no room to step out of the 
way, 

LAZER 

Lazer is quite a 
weak character 
by comparison, 
but makes up 
for his little 



strength 
• being very, very 
fast. No-one can match his punching 
speed, and this is something you should 
take full advantage of. 

Best Attack: The Lightning strike. 
Well, I said he was fast didn't I? As far 



Jawbreakers should set things moving 
nicely, and then Kai-Ti's magnificent 
Triple Kick finishes things off, Anyone 
who can't complete the game with this 
character is a bit wet, 

JUNIOR 

A snowballing 
powerhouse, 
Junior's got the 
muscle to do 

", the job, but 

whether he has 
the speed 

depends on how you play him. Kai-Ti 
can throw out moves like there's no 
tomorrow, but Junior requires a little 




as I'm concerned if you've got a move 
that means you can get three punches 
in faster than most people can get one, 
then use it! 

The Old One-Two: Start with a few 
Lightning Strikes, and then lay out a 
High Punch to send people to the land 
of Mod. Again, if you can get them 
against the wall, then all the better, but 
keep your guard up if you can. 

KAI-TI 

I'm not sure why, 
but the female 
character in these 
games always 
seems to be the 
best. Could it be 
— I that the oppo- 
nents don't want to hit a girl? Or could 
it just be a bit of Women's Lib up at 
Team 17? Whatever, if you want an 
easy ride, then Kai-Ti's your best bet. 
Best Attack: The Jawbreaker is com- 
pletely infallible. My favourite move 
among all the characters, it is possible 
to finish the game on the hardest level 
doing only this move. Try it! 

The Old One-Two: A couple of 



pacing to really fight effectively. Don't 
go for a quick kill, just rain blows at a 
constant rate and you should be fine- 
Best Attack: Junior's Jab is his main- 
stay ■ fast yet strong enough to cause 
enough damage, use it to get out of 
any kind of trouble, or just use it to cre- 
ate trouble. 

The Old One-Two: How would you 
like to take out half of someone's ener- 
gy in one attack? This is how to do it - 
keep jabbing them backwards until 
you've got them against a wall, smash 
them with The Blitz, and the send them 
into the middle of next week with an 
Iron Uppercut- Yeah! 

TEKNO 

He J s lean, he's 
mean, he's all 
machine. 
However, if 
you're expect- 
*jf ing something 
like the 

Terminator, then get ready to be dis- 
appointed. Tekno is nowhere near as 
hard as you would expect a fully-func- 
tioning combat machine to be. His 



defences are useless, or near enough, 
so watch your guard, and he has one 
of the easiest avoidable special moves 
in the game. 

Best Attack: The Pcwerpull can be 
useful, but I think I'll plump for the 
straight Low Punch. Works when timed 
well, sucks at any other time. As always, 
PRACTISE! 

The Old One- Two: Start with some 
low punching action (most of the char- 
acters are male, so this type of attack 
always works) and then shoot across 
the screen with a Retro Thrust. You 
need a little time and space to pull this 
one off well, so pick a moment when 
the opposition is just finishing a move. 



AZONA 

You remember 



what I said about 
female characters 
being the best? I 
lied. Azona is 
probably the 
worst fighter of 
the lot. Most of her attacks are useless, 
that board thing she stands on is a 
waste of time, and for some reason 
most of her moves involve jumping, 
which leaves her very vulnerable 
indeed. 

Best Attack: This might be the best, 
but it doesn't mean it's any good. The 
Sliding Kick is a way to get you into the 
centre of the battle, Keep sliding to get 
the most damage, but you'll probably 
get kicked a lot at the same time. 

The Old One-Two: Some straight 
punching followed by a Forward Flipper 
will get you out of most trouble spots, 
which means you'll be doing it all the 
time. You need to be real close for the 
FF to do any good. 

PUPPET 

He looks daft, 
but his 

extendible reach 
makes him quite 
formidable in 
places. Keep him 
at a distance 
from the other player, and use the 
reach as much as possible to lay on the 
damage. Get in too close, and you'll get 
kicked to pieces, 

Best Attack: It has to be the Super 
Stretch, A fast and very long punch that 
can be repeated over and over until it 
hits the mark. Just stand there and start 
hurting people! 

The Old One-Two: Start a fair way 
from your opponent, and then 
Locomotion across the screen to them. 
When you make contact, stick in a few 
Duck And Stabs, and then watch them 
get grass/tar mac/lava/ water/Whatever 
burns as they slide along they*"^ 
ground. / 
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Having trouble fighting through Soccer Kid? Can't 
get all the cards? (I've got two Alan Shearers that 
I'll swap for an Eric Cantona if you've got one). 
Fear not r for here are complete and detailed maps 
of the whole of the first country, England. 
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What's that? Psygnosis have finally released 
Combat Air Patrol. Oh, it's a bit tough is it? 
UVell r here are some hints and tips to help 
you complete some of those fiendish 
missions, courtesy of Alan Shevlin and Mark 
O Conner at Psyggy. 
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At the start of the 
campaign, you find 
yourself sat in the 
briefing room, Us 
usual, this give; you all the 
basic information you need 
to complete your mission. 
so note carefully what's 
said, including interesting 
little titbits like where the 
opposition actually are. 



Illlf! 




Clicking on the printer brings up all the latest weather details. Well, it doesn't 
redlly bring ihem up, it more sari of shows them on screen, but you know 
what I mean. Once again, note where everything is. 



Clicking on the monitor shows the TAMPS r«on system, which will enable you 
to see all threats and way points. If you like you can even change your flight pat- 
tern here, but whet would really want to? 
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If you click on the Map Room, you are s-hown a map of Iraq and Kuwait. 
Here you tan plan and move all land -based assault troops. You can even 
iaunch air strikes and artillery barrages, plus check out the strengths and 
weaknesses of all units shown on the map, of course. 



Now go to the hangar deck, where you can tool up your craft with all manner of 
lovely weapons, or just leave it with the default load. Once you have it all loaded 
up, click on the pilot to be moved out on to the flight deck. Time to get ready 
for some action. 



^ 




Time to take a quick scar of the 
controls before you take off. 
Pre&S F1 to tdke the pilots view, 
and then press both Alt keys to 

start the engines- Press help four times to 

power up and you're ready. 

Keys 1 and 2 bring up the various 
Muilti Function display modes. 
Switch through them until you are 
showing the Radar, and then 
press shift and R to switch it on. The tab 
key changes between the various radar 
modes, so get used to moving through 
them regularly, When you are ready, press 
L to launch and you 're away. 
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Use the waypoints to get to your target, pressing the W key to cycle through 
them. Move through them in succession, and try not to skip any as they mark 

out the safest possible route. When you have one selected, check the top of Ihe 
HUD. The small arrow on the compass shows the direction to the next 
waypcnnt, so tine yourself up with it. 
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When flying, keep a close eye out 
for enemy aircraft. Should some 
attack, you should have no trou- 
ble dispatcfung thern with a cou- 
ple of sidewinders, and you can 
easily gel their missiles otf your trail with a 
couple of flares. Watch out for enemy 
tanks too. One word about fuel - yOu need 

to conserve as much as possible, so lower 
your thrust to about 60% and use the 
accelerated time to get you to the target, 



IT 



Now we are neanng the 
target it's time to switch 
to full combat mode 
Select the appropriate 
radar mode and weapons set (generally 
AIR-GROUND) and get the enemy in your 
sights. 




E 



All you need to do is fly toward the target 
evading the AAA fire, and select the Mini 
rockets. The crosshair on screen should 
then be aimed at the enemy units, and 
then fired as quickly as possible. With a 
little luck, the enemy will be blown away, To use the 
Mavericks, line up the crosshair with the target you want 
to attack, and press the space bar to lock the larget, To 
unlock the target, press the spacebar again. These self- 
guiding missiles are the easiest way to take out ground 
targets. 
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II you aren't quick enough taking out the 
enemy, your wingmen will step in and steal 
the glory. Typical - you do all the ground- 
work and they get the fame. Still, at some 

point the enemy will be destroyed and you can make your 

way to the last waypoint - home 1 



Switch on the carrier radar, lower the 
acreslor hook and the landing gear. Turn 
on ihe? I LS and ihen get ready to land. 
Decrease your speed to around 30 to 
4QRPM and slowly guide the aircraft 
down. When landing, you have to connect with the line of 
cable lying across the carrier deck Or you won't slop. 
Now add the brakes and cut the engines, and you've 
finished the mission! Go grab a mug of tea from the i 
flight canteen. 
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You know when they say 'Another chance to 
see../ on the telly? Well The Hit Squad have 
just given you 'Another chance to play...' 
Hook. What else could we do but give you 
'Another chance to solve...'? 



ow many games give you the 
chance to be Robin Williams? 
Thy Mork and Mindy conver- 
sions? The Dead Poets Society game? 
Simulating this comic's antics would 
ho quite a daunting prospect at the 



best of times (just try tailing as many 
jokes as he does in one minute - and 
make them funny! J, but Hook, how- 
ever, puts you fight in the man's 
shoes, as well as his green leotard. 
With the game just coming back on 
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budget it's time to sprinkle the magic 
dust and pull a complete solution 
from out of our hats. Are we brilliant 
or what? (Don't answer that,) 

Starting your quest in Pirate's 
Square, your first aim is to get suit- 
able pirate clothing to blend in with 
the locals. Take a wander along 
Mugger's Alley and find Or Chop's 
dentistry, Take the rollerbiind from 
the window and ask the Doc about 
gaining money and clothing. 
Subject yourself to the doc's den- 
tistry ways and let him pull two of 
your gold teeth. 

Next stop is Jolliest Roger's Place. 
Ask the manager a few questions, 
concentrating on Hook, the war and 
how best to get the hat. Lea^e Roger's 
and walk behind Pirate's Square to 
where Mrs Smeedle keeps her wash- 
ing . G ra b the pole a nd t he anchor and 
take a look at the jacket. Then make 
your way back to Pirate's Square, 



From the Square head towards 
the Pier and pick up the rope that's 
lying around. Use the rope on the 
anchor and go to the Crossed 
Swords. From there take the two 
cups from the tables and leave. 
Make your way towards the Bait and 
Tackle and take the cup you find 
there, Head upstairs to the balcony 
above the Square and get ready for 
some Indiana Jones-style hijinks, Use 
the rope and the anchor on the clock 
and start swinging across the 
Square. Grab the hat from the pass- 
ing pirate as you go. Well done Indy. 

Knock on Mrs Smeedle's door and 
then quickly swing back to the bal- 
cony while she's busy answering it. 
Head downstairs and make your way 
as quickly as possible to Mrs 
Smeedle's washing line. Use the pole 
to get the jacket from the line and 
examine it to find a coin, which you 
should nick, 
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Now that you're rich enough, head 
back to the Jolliest Roger and find 
Fake Jake. Talk to him and find out if 
he needs a drink (a safer bet than 
placing money on Noel Edmonds 
marrying Mr Blobby]. Give the three 
cups to the bartender and pay him 
with the three coins. He'll give you 
three foaming cups of brew in return. 
Give these to Jake and watch him 
drink himself under the table. Once 
he's asleep, nick his trousers(!). Head 
back to Mrs Smeedle's place and use 
the rollerblind to gain some privacy 
while you change into your pirate 
clobber. 

Now you're ready for Hook's ship. 
Look in the pots to the right to get 
some more cash and head for the 
town tailor, Ask her for a metal 
detector and give her the money in 
return for a magnet, Head for the 
beach and go treasure hunting by 
using the magnet on the large J X' 
{despite what a certain Mr Jones 
would have you believe). Make your 
way back to Hook's ship and find the 
H off -man himself (I thank you) Now 
prepare to go diving 

Take a look at the pulley base and 
the big shell. Use the pole on the 
ropes and use the shell to haul your- 
self up towards the look-out point, 
From here, go right to enter the 
Neverforest (that's never a forest}. 
Maze time folks, follow these direc- 
tions to escape: Right, right, right, 
up, right, up, left, left, left, left, up, 
right, right. After you've been 
trapped, enter the tree 

Go to the round pond and have a 
chat with Tinker bell about every- 
thing {you'll be amazed How much 
she knows about Bird's Angel 





Delight). Head for trie slingshot and 
chat to Ace about everything {the 
tales of how molten lava is formed 
will be the talk of any dinner party). 
Go to the workshop and pick up the 
arrow. Now head towards the jog- 
ging area and do a Jane Fonda, Use 
the exercise equipment three times 
to tone up that body. That's right, 
can you feel the muscles tightening? 

Now go to the Avenger and take 
the net, Examine it and head for the 
Four Seasons (thankfully devoid of 
any Nigel Kennedys) to get some 
dead wood. Use this with the string 
and take the flower. Go to the chick- 
en and use the conchshell on it. Grab 
the eggs while she's startled and 
return to the workshop, Give the 
eggs to the boy and go back to the 
round pond, Give the flower to 
Tinkerbell (ahh) then take the branch 
from the tree. 

Walk to the slingshot then use the 
strong elastic on the broken strap, 
Use the branch with the string. 





Return to the workshop and use the 
bow with the panpipes. Take the 
pipes and head towards the cliff side. 
Use yourself on the far corner of the 
fence, Keep doing this {about three 
times in total) then ask Thudbutt 
what he thought about your antics. 
Go back to the slingshot and use it 
on yourself. Ask Thudbutt what his 
happy thoughts are then go to the 
dining area and have a chat with 
Rufio. Say "Oh fiufio". 

Go to the round pond again and 
walk towards the middle of the 
screen to enter the Wevertree (that's 
never a tree). Talk to Tinkerbell then 
examine the bed, the chair and the 
fireplace. Talk again with Tinkerbell 
and your memories of long-forgot- 
ten but better times should come 
flooding back. 



Now that you regained your faith 
and discovered the truth about Peter 
Pan it's time to go after the nefari- 
ous Hook, When the sword fight com- 
mences use the following Monkey 
I s land- styie taunts: 

Peter Pan the Avenger! 

Good form James. 

Tick twek-tkk-tock. Hook's afraid 
of a dead old croc:! 

You kidnapped my kids, Hook. You 
deserve to die! 

Put up your swords. It's Hook or 
me this time! 

Peter Pan the Avenger! 

And that, as someone once said 
when pointing to the letters T, H, A 
and T in a dictionary, is that, The 
game is finished; Sit back and enjoy 
the reward that is the brilliant end 
sequence. 
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I'm really sorry. The last time I mentioned 
dinosaurs in the the office, I got stoned for 
being too far out of fashion. Still, here's the 
complete solution for 'that game' featuring 
'those animals' 
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1 . T-Rex Pa 

You start near the wrecked car in the 
middle of the top of the map. The first 
thing you'd need tq do here is make 
your way down to the southwest. Here 
you will come across the motion sen- 
ior terminal. 

From here, open the bunker door. 
Yes, it's taking a gamble, but who real- 
ly cares? Mow run for the bunker, 
which you'll find in the south west cor- 
ner of the paddock. Go into the bunker 
and collect the toolbox. Run back to 
the starting point, and locate the pipe 
entrance. Now all you need to do is use 
the toolbox to open the pipe and climb 
through. 



I M 

< V: 

Head into the sewer (thank god you 

can't smell the things around you !) and 
take the first left you come across. 
Here, if you scrabble about a bit, you'll 
find the keycard. Now go to the north 
west part of the network, where you'll 
find the crate. At least, you will if 
you've been following this guide cor- 
rectly 



Due to its massive weight you can't 
pick it up, so you'll need to push it into 
the wa*er and then find Lex in the 
north east part of the maze. Push the 
crate over the Lex and she'll get on, 
being a sensible young thing, and you 
can now take her back to the starting 
point and climb back out into the Rex 
paddock. 




3. 'i- l;i.->: h^sviL 

For this part you need to hunt around 
a bit. Tim is hiding out here some- 
where, but in a random location unfor- 
tunately. Once you've found him, head 
for the north east comer of the pad- 
dock and you'll find a gate. With the 
keycard, Tim and Lex you can just walk 
through to the next section. 

4. • i u r. : ■ u-i - 

When you enter this section, you'll see 
that the kids have vanished. Don't 
worry about them for now, Just head 
for the fence in the north west, and 
you'll find a break in the railings, Along 
the way, collect as much fruit as you 



can. When you get to the paddock, 
enter and head north where you'll see 
the entrance to a long channel. Enter 
it and run south. Grant will automati- 
cally drop the fruit which will slow 
down the Triceratops, When you leave 
the channel, head east and drop into 
the enclosure you find. 

To slow down the big triceratops, 
stand by a wall until it charges, and 
then step out of the way. When the 
wall collapses, run south and west to 
collect a keycard. Use it to enter the 
bunker in the north east corner 

5- Access Tunnel 

One of the 3D sections to the game. All 
you need to do is get to the other side. 

6. )' u l- cu » l u : 

This one is quite an easy one, at least 
to describe. Head north, climbing over 
the boulders to get up and down the 
cliffs, If you look you'll find the kids on 
a bridge in the northwest area of the 
paddock. Collect them and head west 
past the bridge to find the exit. 

7. (itllLLLLl 

If you head southwest, you'll come to 
a barrel perched on the edge of a cliff. 
Now what would you do in real life in 
this kind of situation? Push the barrel 
off the edge, obviously. Now go north 
to the bunker. Here the kids will get 



scared by the stampede and lock them- 
selves in. You can now head west into 
the stampede, and come out by gain g 
south to an east/west than nel. Drop 
into the channel and run east cgl lett- 
ing as many distress flares as you can, 
Use these to distract the T-Rex as you 
run east- 
Cross the small ditch by jumping 
onto the broken barrel next to it, and 
then throw a flare into the ditch. The 
barrel will catch fire, containing the T- 
Rex to the other side of the ditch Mow 
run to the north to collect a keycard, 
and then open the tunnel door with the 
card. Wait for the kids, and exit the 
paddock by heading west. 

8. 
Paddock 

Leave the kids at the main gate, and 

enter the paddock by going through 
the hole in the ground under the fence, 
Go north east and find the motion sen- 
sor terminal. From this terminal, open 
the bunker door. Head south from the 



dock, you'll come to another Motion 
Sensor terminal, Use this to open the 
Pterodome door. Now you have to 
more of that searching malar key to 
locate all the missing embryos and 
Nedry's keycard. With all collected you 
can go through the door in the fence 
and back into the Pterodome. 







12. 
Paddock 

You'll start on a small winding jungle 
path, like most of the paths you find in 
a jungle- Follow this to the west until 
you find the raft floating in the river, 
Climb onto the raft, carefully, and then 
untie, The current will carry the raft 
eastwards, and before you know it, 
you'll leave the paddock. Phew! No 
more messing with those spitters! 



'terodome and find the bunker. Here 
ou'll collect a keycard, which you can 
hen use to enter the Pterodome, 

I- ' 

I this level you'll need to search under 

II the Pterodactyl eggs. Under one of 
ism you'll came across another one of 
lose keycard things, With the card, 

save by the west exit. There, that 
'asn't so hard was it? 

IO.hi7irhrrir:Mn 
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i the northwest corner of this pad- 



11. Fhr r r= 

Look around the west side of the dome 
until you find a boulder - it shouldn't be 
too hard to spot as it's big and grey and 
has the word 'BOULDER' written on it in 
4ft-high neon letters (that last bit is a 
fie, actually)'. 

Push it over the cliff, and then use It 
to head north. Somewhere to the north 
you'll find the special switch that con- 
trols the extending bridge over the 
river. Shoot it to extend the bridge, and 
then cross the river. Now just leave the 
Pterodome by the southwest exit, and 
it's back out into the Dllophosaur pad- 
dock, 









13. 

Oh no, not back here again! Oh well, 
just follow the current for a while, and 
when you reach the waterfall, jump 
onto the south bank (before the raft 
goes over, obviously! ). Follow the path 
to the base of the waterfall, and jump 
back onto the raft. Now just follow the 
current back out to the east again 

14. 
Paddock 

Jump off the boat onto the island in the 
lake. Here you will find another ever so 
handy terminal, which you can use to 
open the gate in the fence. Head for 
the gate, and then exit south west 

15. 
Paddock. 

Head to the west, looking for the 
motion sensor along the way. When 
you find it, use it to open the gate in 
the fence. Find the gate, which is a way 

off the to west, and now you can final- 
ly leave the park through the main 
gates to the north. Now you know 
where we are, don't be a stranger! 
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Christmas is coming, the goose is getting fat. Please put a penny in the old... Damn. I 
knew I'd forget the rest of it. It's probably got something to do with me having loads of 
tips to remember. Ah well, such is life, I guess. If you fancy sending me some more tip-top 
Uppity tips then for God's sake do - you could win yourself a rather fabby software prize 
for your troubles. Go on - the address is: The One, 30-32 Farringdon Lane, London EC1R 
3AU. Oh, and I'm Mr Tips. Goodnight. 



Q. 



FRONTIER 

Gametek 

David Bra ben's galactic epic has gener- 
ated a tremendous amount of post 
(99% of which is complimentary, by the 
way), with many readers scribing in 
with a tin cheat for 'bug') they've dis- 
covered. Jn fact, I was quite amazed by 
the amount of letters addressed to me 
and had convinced myself that this 
page would be a doddle to write until I 
discovered that well over two-thirds of 
the missives contained the same thing, 
resulting in me having to do a bit more 
hard graft than I'd like. Anyway... 

What you have to do is this: dock at 
any spaceport with a passenger on 
board, enter the shipyard and attempt 
to purchase a ship which is worth less 
than your own. You'll be informed that 
this isn't possible because you have a 
passenger on board, but the cash you 
would have got for your spaceship is 
still added to your bank balance, Repeat 
this as many times as you like until 
you've got loads of cash! Brilliant, eh? 

URIDIUAA 2 

Renegade 

Andy Brabrook's blummin' smart 
shoot- 'em-up certainly is one of the 
toughest blasts I've ever come across so 

I was more than pleased to receive an 
unnamed tip from someone living in 
Hessle, North Humberside. Now, this 
isn't a cheat for the full game, instead 
I helpful piece of info for our coverdisk 
demo given away a couple of months 
back. 

Just enter J J on the storetable and 
you'll be rewarded with two Mantas at 
once, which has got to be tops, hasn't 
it? 

MEAN ARENAS 

ICE 

This Pacman-ish blaster certainly 
impressed young Matt Broughton 

"V when he reviewed it, but even his 
\ games-playing skills don't enable 



him to get as far into the game as he'd 
like. Thank goodness, then, for Bob 
Belmksi from Sheffield who's managed 
to jot down a few bits of useful info for 
this smart arcade game. It's a software 
prize for you, my boy- 
Bob reckons that by entering 
'CHEAT' on the password screen and 
starting the game, you'll come across 
a level indicated by only a question 
mark. Then, enter the neier, teleporter 
you stumble upon and make your way 
to the next question mark (or, as Bob 
puts it, "the yacht '?' shaped thing). Do 
this correctly and everything will be 
revealed, apparently. 

Bob also enclosed a few level codes 
for the game so you may want to try 
these for size. 

1 JKLZ0WUYP3XWGVKS4 

U IOL3 5t4U 3PU VWJQ6C4 

JFQKI6JU5P6KWBCJS4 

I E 2LNC6 UYHVWWG F AS4 

DSHJ112LJ3HOEWIE5K4 

Unfortunately, youthful Broughton 
has nicked our office copy so I wasn't 
able to try these particular cheats, so if 
they don't work, jot your complaints 
down on a bit of paper and write to; 
Bob Bed n ski, 1 (I don't think that's ■ 
good idea, so, er. Snip! - Simon} 

HIRED GUNS 

Psygnosis 

Hey! Fancy infinite energy for all four 
players? What about infinite ammo on 
all weapons for all four players? 
Wouldn't mind having immediate 
access to every locked door? Wouldn't 
you just die for no damage to equip- 
ment in your backpack whenever you 
trudge through water? Would you like 
all your humans to be able to survive 
under water for as long as you care to 
leave them there and not be affected 
by any poisons? And wouldn't you just 
love to be able to drop any height? 
Sorry, no can do. 

Only joking. Although if it wasn't for 
Andrew Hamilton from Bexhill on Sea 
l wouldn't be able to offer you any of 



the above delights, because it's he 
who's provided me with this cheat. A 
software prize will be winging its way 
to you soon, matey boy. 

All you have to do is play the game 
in un-cheat mode (yeah, so my English 
is crap) for as long as you want things 
to remain tough. Then, after you've had 
enough, simply type in 'AMIGA' during 
play (the screen should flash blue, by 
the way) and you'll be rewarded with 
just about every cheat you could ever 
possible hope for. And who said this 
game was tough? 

ALIEN BREED 2 

Team 17 

Er. I'm sorry about this guys and gals, 
but I have to admit to being a bit rub- 
bish at Team 17's classy sequel. Call me 
crap at games if you want a smack in 
the chops, but I was under the Impres- 
sion that Alien Breed 2 was pretty hard 
Not so, say our readers - the amount of 
level codes I've received this month 
rivals even the volume of Frontier tips 
I've received . 

Still, if there are any of you out there 
who are having Mr Tips- like problems 
with this here blaster then these level 
codes will come in handy, methmks. I 
think I'll split them over two months to 
encourage those of you who haven't 
finished it to actually play the game 
(God forbid!). Also next month, I'll 
reveal the various cheat modes. Wait. 
If you can. 



our hearts when it was reviewed last 
month, although getting to the latter 

stages is just a little bit tough, we reek 
on. So it's pretty lucky that the game 
includes a password facility. And it's 
even better luck that we've got all the 
passwords. Just input these in the rel- 
evant place and Bob's your funny uncle 
By the way, I've left Out Level six's code 
on purpose. Because I can. 



Level One 


No Code 


Level Two 


Lemonade 


Level Three 


Pharmacy 


Level four 


Ultimate 


Level Five 


Danielle 



Level One 


No code 


Level Two 


353828 


Level Three 


108383 


Level Four 


J7G1G1 


Level Five 


982822 


Level Six 


847464 


Level Seven 


737373 


.evel Eight 


928112 


Level Nine 


287364 


Level Ten 


193831 



WONDER DOG 

Core 

This smart Mega CD conversion won all 



ALIEN 3 

Virgin 

I would normally make baldy gags 
about Miss Weaver's shining head but 
seeing as though Simon's in charge aft 
the moment I'd better not for fear ol 
losing my hair,, sorry, job. Anyway, 
here's a nice little cheat courtesy of a 
Mr Noel Edmonds (are you serious?) 
from Upmmster (Hurrah! - Matt.) which 
enables Ripley to skip levels at will 

Simply select hard level and six cred 1 
its from the option screen and start the 
game as normal Then, when you fancy 
going up a level, press SPACE and N 
simultaneously. And that, as they say, 
is thaf 

KRUSTY'S SUPER 
FUNHOUSE 

Virgin 

Another Virgin game which has finally 
been released, this superb little plat 

.former is the best Simpson licence yet. 
Hooray, then for these level codes, sent 
in by Glen Johnson from Halesowen 
who sent m these, along with a load 
others Cheers Glen you win a soft 
ware prize for your hard worL 

Level One Nelson 

Level Two Pittte 

Level Three Mrplow 



Level Four 
Level Five 



Maggie 

Zachary 
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Christmas time. Mistletoe and wine. 
Children singing Christian rhymes. Bah! 
Humbug! Just beer and tons of food will do 
me nicely, so all you little God-botherers 
can sod off unless you've got some game- 
related problems. Oh yeah. Merry 
' ristmas. Love, Matt The Medic. 



ar Matt, 

ase help me out with MONKEY 
AND 2 . I've got to Dinky Island but 
can't get any directions out of the 
arret. I've tried all the combinations 
f conversations, but he won't spill 
ie beans, Help! 

Steven Jones, 
Bournemouth. 

No problem ■ lake the bottle from 
the shore, the martini glass from 
the bottom of the still, and the 
crowbar. Now use the crowbar on 
the barrel to get a cracker. Polly 
wanna" cracker? I think so. And 
while we're on the subject of 
Monkey 2... 

Dear Matt, 

On MONKEY ISLAND 2, I can't get up 

the big tree on Booty Island to get the 



The end of another year and 
the surgery gets ready to 
welcome 1994. If you'd like 
to appear in the next issue, 
get your problems into me 
at: Matt The Medic, Games 
Surgery, THE ONE, Priory 
Court, 30-32 Farringdon 
Lane, London EC1R 3AU. 
Please don't send SAEs or 
phone because I can't 
answer your queries person- 
ally and I'll probably be too 
drunk to speak anyway. 



first map piece. Can you help? 

Graeme Geddes, 
Scotland 

All you need to do at the big tree, 
is to make a stairway by putting 
the oar (from Elaine's room at 
the mansion) into the hole in the 
tree trunk. 

Dear Surgery, 

I have just recently purchased FLASH- 
BACK and have just jumped to Level 
Two. However, now that I'm here, I 
don't know how to get anywhere else. 
There's a terribly tempting ledge that 
I would like to get to - but how? 

Stuart Thomson, 
East Lothian, Scotland 

If you check back in your manu- 
al, you'll see how to access the 
'big jump', but basically - face the 
ledge from a fair distance away, 
hold down fire and, keeping fire 
pressed, tap the joystick in the 
direction you want to go. You 
will now automatically run and 
make an extra big jump for any 
nearby platforms. Keep fire 
pressed down and you'll hold on 
to the ledge and can pull yourself 
up. Don't forget to lower your- 
self down into pits as well, even 
if it's just for a look around. 

Dear Matt, 

Is there a way to get extra or infinite lives 
on MAGIC LAND DIZZY? PLease help. 

John Jacks, 
Stevenage. 

What is it with Dizzy this month? 
Anyway, just type in 'DIAMOND 
AND PEARLS' on the title screen 
and you'll find yourself bestowed 



e energy: 



I don't know. You offer people the chance for a bit of fame, the 
opportunity to see their name in lights (well ink, anyway] and 
what do you get? Nothing. Yes, you've guessed it - the Show- 
Off r s shelf is looking fairly poor this month, so get your think- 
ing caps on and help these hapless readers out. You never 
know, I might start giving out software prizes! 



1 C. Webb from Essex wants to know how to get infinite lives 
in QWAK - anyone know? 

* Simon Sleeman from Waterlooville wants to know how to 
wake up Dozy in MAGIC LAND DIZZY. 

* Nurse Mark Robins wants to know how to open the loose 
packing case in the warehouse by the river in WAXWORKS - the 
Jack the Ripper level, Also, what do you do with the address 
book you steal from the pimp? 



* Nurse Mark Robins offers this month's only medication to 
Nikki Write with this advice for MAGIC LAND DIZZY: Give the 
frog to Prince Charming, use the big stick on the goat at the 
Troll Bridge, use the duster with the lamp which is found down 
the well behind the rat (pause for breath), use the bucket of 
water to free Dylan from the block of ice, and lastly, use the 
gold cross to keep the vampire at bay in the ice castle crypt. He 
also says that you can't get past the volcano until you've freed 
all your friends. 



Dear Mr Medic. 

Please help me. You are my only hope. 
(Why do they all start like that? - 
Matt ) On level 2 of FLASHBACK J can 
not complete the mission where you 
have to stop the computer terminal 
from exploding within the time limit. 
If I don't find out bow to do it I'll over- 
dose on Lemsip! 

Suicidal. 
Glasgow 

Well, Suicidal, the solution to this 
comes in just taking your time 
(which I know isn't easy with 
such a strict time limit) and mess- 
ing around with your position- 
ing. There are actually three dif- 
ferent slots to the terminal, but 
you only need to move a tiny bit 
before you move from one to the 
next. Work across the face of the 
terminal, using the module. I 
have to admit that this had me 
perplexed for ages and ages, but 
now you know what to do you 
should have no problems. 



Dear Matt, 

Help! I've managed to get as far as the 
Gateroom m LURE OF THE TEMPTRESS, 
but can't get any further, ive managed 
to summon Minnow but don t really 
know what to do next. 

Paul Stone, 
Peterborough 

No problem matey - just follow 
these simple steps for ultii 
success... 

When Minnow arrives, T. 
him and TELL him to pull th 
while you operate the winch. 
After successfully completing 
that, go beck to the passage and 
go up the steps to be above the 
Dinning Hall. Go right to the sec- 
ond half of the hall and then up 
the steps to meet a monster on 
the drawbridge. He requires thir- 
ty hits before he'll die, so it's a 
good idea to save the game 
before the fight, After killing the 
monster, go left and that / 
Should be that! 
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We at SOFTWARE DEMON Ltd-would like to wish all our customer 
present and future all the best at Christmas* To celebrate the 
good will we have decided, to offer the best items in home con 
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ORDER HOTLINE (0736) 33 

TECHNICAL SUPPORT AND FAX (0726) 33 1499 

PLEASE MAKE CHEQUES AND P PAYABLE TO "SOFTWARE DEMON Ltd. 

PLEASE QUOTE YOUR CREDIT CARD NUMBER AND EXPIRY DATE 

ALL PR'CES SUBJECT TO CHANGE WITHOUT NOTICE. ESQE. ALL TRADEMARKS ACKNQWIH 
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Matt Broughton believes that Christmas is 
all about giving, not receiving. This 
statement is r of course, pure fiction - so 
enjoy two full pages of PD while he goes to 
rob some small children of their Batman 
figures. 
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KLAWZ 
17 Bit 
Software, 
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Whenever I &og a titfe like this, I know 
I'm in for an hour long struggle as I 
try to convince the spell checker to 
let it through- Yes, this year's English 
entry for the Montreal Rose, silliest 
spelling award' comes from a PO 
game that gives a good indication of 
just how desperate game producers 
are as far as original game titles go. 
The plot doesn't exactly break any 
new boundaries, either. 

Hey! guess what's happened to 
Klawz's girlfriend - yes, she's been 
kidnapped (applause). Hey I Guess 
who's got to rescue her using only 
their wits and a large wooden club - 
yes, you (no, surely not). Well that's 
the plot out of the way, and jo Fly sad 
it was too. Yes, the evil Billy Bender 
(?) has taken a fancy to your lady and 
whisked her away to 'I don't know 
where', and now you must travel 
through five worlds in an attempt to 
get her back (not to mention her 
front and most of her major organs). 

Just to add insult to injury, the 
gameplay doesn't even seem to 
relate to the piot' and takes on a 
standard ladders and platforms 
approach, with you needing to col- 
lect tons of small squares in order to 
progress to the next world. Billy Ben- 
der is almost as nasty as his name 
and has left a number of Ro bo-dogs 
to get in your way, and then, once 
they've been in your way for a bit, to 
kick you in. 

If you've got good timing you can 
stun the Robo-dogs with your big 
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stick and then scarper while the 
going's good, but it's a better policy 
to just keep hfding until they utilise 
their incredible artificial intelligence 
and run off in the opposite direction. 

Icons are there for the picking, 
and bestow Klawz with the normal 
toys such as invincibility, shields, and 
more sausages (the last one's a lie). 

Things seem to run at a speed 
that, while not being incredibly fast, 
still doesn't seem quite right, and 
there's not much in the way of vari- 
ety to be quite honest. But it's a fair- 
ly polished game and may appeal to 
platform cheapo hunters. 



OVERALL 



50 



17 Bit 

Software, 



WOW! As much as I enjoy sifting 
through the numerous disks of PD that 
I receive, them Is a bit af an 'Oh great. 
More Inuader/Galaxian/Pacman/Tetris 
etc, etc/ feeling that descends over you 
after a while, to it is with great plea- 
sure that I present to you this com- 
pletely brilliant PO diamond. {If w* had 
the time and money, this game- would 
have a small icon next to it on the page 





that looked like a diamond, but some- 
how cleverly included the letters 'PD'. 
Never mind. I hope you don't mind 
imagining it for now). 

You are a happy, jumping beetle and 
have to rescue the hapless grubs that 
have escaped and wandered off in a bit 
of a daft fashion, To start with this is a 
simple matter that involves negotiat- 
ing the usual platform game obstacles 
such as leaping fiery pits, and avoiding 
crumbling platforms etc, while collect- 




ing fruit and, of course, the tiny grubs 
who will gratefully leap off the top of 
the icreen when you bump into them. 
Once you get to about level five (out 
of ZOO. I might add), things start to hot 
up as more baddies start to join you 
and not only get in your way, but also 
start to chase you. You can collect 
swords and dispatch the nasties, but 
this can work against you as you realise 
that quite often you actually need the 
bad guys to get past certain obstacles. 
For instance, one particular type of 
baddie can swim in acid (which you 
cannot) and you'll need to leave him 
alone so that you can use him as a con- 
venient stepping stone, This can cause 
its own problems, though, as most 
baddies will die once you've jumped on 
their heads a few times, so you need 
to display a fair amount of timing and 
control or you'll murder your saviour 
(ironic or what?) 

The baddies come in all shapes and 
sizes, and range from caterpillars to 
wandering woman to well, sort of 
blobby things, really, and all have dif- 
ferent ways to hinder you. Nasty bits 
of scenery are in plentiful supply with 
things such as gas jets and spikes, 
while doors must be strategically left 
open or closed to persuade the baddies 
to go where you want them. 

The game's presentation is better 
than most of the full-price releases we 
see from day to day, and includes a 
number of excellent touches that take 
the game into the Amiga's Premier 
league. There's a little fruit machine 
between each level, and a number of 
sub-games ranging from Frogger to 
Pang (which would have done well as 
PO games on their own) keep things 
moving ail the time. 

This is just simply brilliant, and I'm 
absolutely gobsmacked that a compa- 
ny hasn't bought this as a budget 
game. Of course, you lucky devils have 
got it free on your cover disk. 



OVERALL 



96% 



ICE RUNNER 

Magnetic 

Fields. 

DiskGA141 

Another contender for the 'simplici- 
ty itself award this month. Ice Run- 
ner is reminiscent of a number of 
oldies, most notably Panic Attack 
(dig holes, fill holes) and Lode Run- 
ner (er... yeah). 

You are Badly Drawn Man who 
must collect all the fruit that's been 
scattered around a number of icy 
platforms, avoiding the other — 
Similarly Badly Drawn Men. 
You have no weapons as such, 
but posses a spade which can 



P D ZONE 




dig through the platforms leaving 
unhealthy holes for anyone who's 
stupid enough to fall into them, For- 
tunately, the other chaps are stupid 
enough to fall into them, and will 
become stuck in the hole leaving you 
to walk across there heads while 
they struggle to get back out. 
Although falling into these holes 
isn't fatal for the had guys r the open- 
ing will ice over after a while, and 
anyone unlucky enough to be in a 
hole at the time will get to play 
Demolition Man (just in case you're 
not familiar with the film, that's my 
semi-clever way of saying that they'll 
freeze). You fall straight through any 
holes created, SO you can actually use 
this as a quick means of escape as 
well as a form of defence/offence. 

Once you've collect all the fruit on 
the screen, a ladder will appear giv- 
ing access to the next level and by 
ascending it you can attempt the 
next, harder screen. 

The game's a little slow and a 
touch primitive, but at the end of the 
day it's not a complete waste of 
time. Why hasn't anyone done a full 
copy of Panic Attack yet? I'm wait 
ing, you know. 



Fortiss PD, 

Disk 753 

They don't come much more simple 
than this, but Particle man looks 
and sounds so professional I just 
had to give it a spot in PD Zone, 
There's (thankfully) no silly plot to 
be digested here, and the game's 
objective is about as straightfor- 
ward as, well, something that's jolly 
straightforward, I can tell you. 

You're Particle Man (but I 
wouldn't be all that surprised if 
someone came up to you in the 
street and said "Excus* me but 
aren't you Putty? "} and have been 
charged with the task of clearing a 
number of levels full of dangerous 
time bombs. These bombs will 
appear on-screen in random posi- 
tions and begin their slow count- 
down, leaving you to use your spe- 
cial absorbing abilities to collect 
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one bomb at a time and then drop 
them down one of the on-screen 
portals. Once you've picked up a 
bomb, its timer* will stop, and 
should you drop the bomb again 
anywhere other than the portal, the 
timer will restart, if a bomb goes 
off, you will lose an amount of your 
overall energy. 

Weird and wonderful creatures 
roam the different mazes and drop 
mare bombs for you to dispose of 
until the required amount (shown 
at the bottom of each screen) have 
been cleared. Walk into one of 
these and you will lose a life 
instantly so, need I say. It's a good 
idea to not walk into them! 

And that's it really - 4 did say it 
was simple didn't I- Particle Man is 
very charming, doesn't try to be too 
clever for its own good and serves 
as an excellent little time waster. 



INTENSE 
Fortiss PD, 
Assassin 

Disk 143 

Alien Breed 3 this isn't but at least 
they made the effort. Intense is a 



aliens start to shoot at you, while 
others lay mines and little scuttling 
crab-like things cause you problems 
(probably trying to lay eggs in your 
throat or something). Extra lives are 
left hither and tither and can be col- 
lected along with bars of gold that 



simple but polished shoot-'em-up add to your score, 



featuring more than just a slight 
resemblance to Alien Breed. 

You walk up the screen, which is 
viewed from above, and have the 
basic task of getting as far as you can 
without being shot or being touched 
by the aliens that roam around. You 
have a trusty laser that will take out 
most aliens with one shot, but unlike 
A6, you have no energy levels - 
you're either dead or alive. 

To start with, the Aliens just sham- 
ble down the screen towards you, 
but once you've entered the build- 
ing {level 2 - really Breed-ish) the 



The graphics and sounds are sharp 
and clear, and have definitely been 
pulled from AB, especially most of 
the samples - when you die, you spin 
around with an ever- so-familiar 
AARRGG!' 

Other than that, it's all straight 
forward and fairly undemanding, but 
is an attractive little game with a fair 
bit of fun on offer. 
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HO HO HO! 

If you fancy a special kind of Christmas press y - 
the sort that you pay for yourself - then look no 
further! Just send some Earth money to; 

• Magnetic Fields, PO Box 110, Preston, 
Lancashire PH2 2AW 

Telephone: (0772) ©81190 

• Fortiss PD, PO Box 2, Earl Shi It on, 
Leicester LE9 8LU 

Telephone: {0455) 850980 

MOTE: Send a SAE and a blank disk to Fortiss if 
you'd like a catalogue disk. They'd also like to 
receive any new games that you might have 
written, so send 'em off now! 

• 17 Bit Software, 1st Floor Offices, 2/8 Market 
Street, Wakefield WF1 1DH. 

Telephone: (0924) 368982. 
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MAY 1 942 - SOLO OUT! 
JUNE 1992 ■ SOLO OUT! 

JULY 1992 

ON THE DISKS ! Pldy jbl t! demos of Red Zone 

and Galactic plus FIVE complete PD games: 

Battlements., Dragun Tili'i, MegaTron, 

Omega Race and Hollywood Tnwi.i! 

WIPPED! Lotus 9. Wing Commander and The 

Carl lewis Challenge! 

REVIEWED! Lure of the Temptress, Monkey 

Island 2, lihdT, Striker, Championship 

Manager and many more! 

TIPPED! Player's guide: to Parasol Stars, 

Epic, John Uiddin Football and Eye of the 

Beholder 21 

PLUS! The One games challenge! Free Dune 

pMWfi 

AUGUST 1942 ■ SOLO OUT! 

SEPTEMBER 1992 

ON THE DISKS I Playable demos of Premiere, 
Tiny Sk weeks and Match of the: Day, 
Flashback preview and three PD games: 
War, Nebula and Croak! 
WIPPED! Second Samurai, Flashback and 
more on Frontier: Elite I! 
REVIEWED! Premiere, Megaff aveller 2, Guy 
Spy, Fair i nation. Shadow nf the Best 3 and 
many more! 

TIPPED! Player's guides to Graham Taylor, 
Civilization and Fire & Ice Ipt ?i and the on- 
going solution to Monkey Island 21 

OCTOBER 1»»2 

ON THE DISKS! Three disks this month, con- 
taining playable drmos of Assassin, KGB 
and Fireforce plus 2 PD games; Cybernetix 
and Sub Attack! 

WIPPED 1 The Chaos Engine, Legend* Of 
Valour and the final instalment of Frontier: 
Elite 2! 

REVIEWED! Putty, The Humarvi, Aquatic 
Games, Lotus 1, Zeal, Troddlers and many 
morel 

TIPPED! Player's guides to Dune and Lure of 
the Temptress, the start of a complete volu- 
tion to Eye of the Beholder 2 and the last 
part ot the Monkey Island 2 solution! 
PLUS! Those end-game sequences revealed! 
West wood Studios interviewed! 

NOVEMBER 1992 

ON THE DISKS! Playable demos of The 
Chaos Engine and Lionheart plus five PD 
games: Revolution, Bridge Ball, Flag 
Catcher, Biplanes and Tank Attack! 
WIPPED! Street Fighter 2, Gunship 2000, 
Darlcmere and Desert Strike! 
REVIEWED! Wing Commander. 
ShadowoHds, Road Rash, Curie of 
Enchantia, Legend of Kyrandia, Assassin 
and many mure! 

TIPPED! Complete solution to Hook and the 

second part of the Eye of the Beholder 

solution! 

PLUS I Sensible Software interviewed! 

DECEMBER 1992 

ON THE DISKS! Playable demos of Sensible 

Soccer VI. 1, No Second Prize, McDonalds 

Land and Creatures plus a preview of 

Street Fighter 2! 

WIPPED! Superfrog, Star Trek and WWP- 21 

REVIEWED! Legends ol Valour, No Second 

Priie, McDonalds Land, BC Kid, Nigel 

M.insi'll, Lethal Weapon and many more! 
TIPPED! Player's guides to Zool, Putty and 
Wiikid plus the last part of the Eye of the 
fleholder 2 solution! 
PLUS! The A1 200 revealedl Richard 'Mr 
Muxic' Joseph interviewed! 

JANUARY 1993 

ON THE DISKS! Psycho Game- a complete 

Kame specially written for The One by 
ullfrog - along with playable demos ot 
Gunship 2000 and Dalek Attack plus a pre- 
view ot Archer Maclean's Pnnl - 
WIPPED! Microcosm and Dracula on CD, 
Dune 2 and Superhero! 
REVIEWED I Indy IV graphic adventure, 




Being a person of discerning taste you are no doubt a 

regular reader of The One, the bible of all that's tops in 

the heady world of Amiga games. But even so there may 

well be embarrassing gaps in your collection. Maybe yon 

didn't start reading The One until recently, or perhaps 

you didn't start reading at all until recently or maybe the 

newsagent simply ran out of stock - in which case why 

didn't you place an order? 

Whatever, here'* your chance to fill in those gaping 

voids in your magazine-related life* Below you'll find 

listed all those lovely issues of The One stretching back 

to May of last year, complete with detailed descriptions 

of their contents. Be warned that many of them have 

sold out - we're just so damn popular! 

To order simply fill in the coupon below, write out a 

cheque/postal order for the required amount and send it 

to: The One Back Issues Dept, Tower Publishing, 

Sovereign Place, Lathkill Street, 

Market Harborough LEIfi 9EF. 



Street Fighter 2. Cool World, KGB, 

Was work; .ind many more! 

TIPPED! Player's guides to Assasiin and 

Wing Commander, the start of a complete 

Legend of Kyrandia solution and a 

complete solution to Dizzy: Prince of the 

Volhfolk! 

PLUS! 1993 previewed! The On* awards! 

Stunning Dave Gibbons cover! 

FEBRUARY 1993 

ON THE DISKS! Pl.iy.ibli- dimm of Ddrkseed, 

Universal Monsters and Superhero! 

WIPPED' Space Hulk. Chuck Rock 1 and 

Ambermoon! 

REVIEWED! The Chaos Engine, Dragon's Lair 

3, WWF 2. Dartcseed, Sleepwalker and many 

mori-! 

TIPPED! Player's guides to Street Fighter 2, 

Sensi soccer V1 .1.. Sabre Team and Firefnrce 

plus the on-going Kyrandia solution! 

PLUS1 Commodore's ti-hmi Kelly Sumner 

interviewed! 

MARCH 1993 

ON THE DISKS! Ptavable demos of 

Superfrog, Flashback, Prime Mover and 

Woody' s World, plus a complete PD game: 

Oblivion! 

WIPPED! Liberation: Captive 2, Woody'i 

World, Ishar I, Blaster and amny more! 

REVIEWED! Body Blows, Lionheart, 

Fl.nhb.ick, Traniarctlca, Walker Lemmings 

2 and many more! 

TIPPED! Player's guide to Legends ot 

Valour, complete solutions to indy IV 

adventure and Future Wars and the last 

part of the Kyrandia solution! 

PLUS! Ten good reasons to buy an A1200 

nnw 1 pinn Dini mtrrvi4-wi*d! 



APRIL 1993 

ON THE DISKS! Playable demos of FA 

Premier League {collector's item!], 

Abandone PTacej 2 and Beavers, plus two 

PD games. Transplant and PicMan Deluxe) 

WIPPED! oilman Returns, Cyberspace, 

James Pond 3, The Lost Vikings and many 

more! 

REVIEWED! Suovrfrog. Arabian Nights. 

Chuck. Reck 2. Abandoned Places 2, Desert 

Strike and many more! 

TIPPED! Complete solutions to Dark seed. 

Dragon's Lair 3 and Indy III. plus the start 

Of players guides to KQR and Bill's: Tomato 

Game I 

PLUS! K Wing on Amiga revealed (but it's 

actually an April Fool s joke), 

MAY 19*3 SOLD OUT! 

JUNE 1993 

ON THE DISKS! Blaster!, a sprcially-wrptten 

full gam* for The One, plus a playable 



PDI 



i of Nippon Sales and two complete 
a games: Alien Bash and Tractor Beam! 
WIPPED! Bubba J n' Stix. Realms of 
Darkness. Innocent Until Caught, 
Maelstrom and many more! 
REVIEWED! Goal!, Super Cauldron, Ancient 
Art of War in the Skin, Legend 2, The Lost 
Vikings and many morel 
TIPPED! Player's guide to Lionheart and 
Chuck Rock 2 plus the completion of the 
solution! to KGB and Chaos Engine! 
PLUS! We tell you how to get Into the soft- 
ware business ! 

JULY 1 993 - SOLD OUT! 



THE ONE BACK ISSUES OFFER! 



Please send me the following back issuefs) of the One: 



„ Quantity. 

I enclose a cheque/postal nrdi-r nude payable to EMAP images for i" ... 
(Rates per magazine: UK - £ 5.99; Europe - £6. SO Overseas - £650) 



Name:. 



Address:.. 



.,„., Postcode:., 

Pleas* allow It days f er ordfri to b* fulfilled upon receipt of request, *JI *ra>rs ara subject to avail- 
ability all title* shown are available el the times Of the Issue t» ln 9 ta P'»" (except thoie marked 
Sold Out!', obrluvHy) 



AUGUST 1993 
ON THE DISKS! Trex Warrior a full game 
from Thalion written specially for The One, 
plus a playable demo of Ishar 1 and Snakes 
and a complete PD game: Wibble World 

Cindy! 

WIPPED' Total Carnage. TFX. Beneath the 
Steel Sky, Utopia 2, Brutal Sports Football 
and many morel 

REVIEWED! Deep Core, Sim Life, Whale's 
Voyage, 18S-9, Battle lilt '93 and many 
more! 

TIPPED! Player's guide to Dune 1, Gunship 
2000 and Reach for the Skies, the 
Abandoned Places 2 complete solution con- 
tinues while the World Of Legend solution 
starts! 

PLUS! The CD32 is unveiled! Arnie's raw 
deal! 

SEPTEMBER 1993 

ON THE DISKS! Playable demos of 
Overdrive, Bubba n Stix, F117* Stealth 
Fighter, Peep Core and Suburban 
Commando! 

WIPPED! Last Action Hero, Micro Machines, 
Alfred Chicken, Theatre of Death. Seek a 
Destroy, Oscar and many morel 
REVIEWED! Soccer Kid, Hired Guns, Diggers, 
Pre-mier Manager 2, Yol Joe 1 . Blob. The 
Patrician and many more! 
TIPPED! Complete player's guide to 
Syndicate and War in the Gulf, a complete 
solution to Traniarctka, the start of the 
1 1 bar 2 solution, the ongoing Abandoned 
P Laces 2 and Worlds of Legend sagas! 
PLUS! More CD32 info! 

OCTOBER 1993 

ON THE DISKS! Playable demos of Space 

Hulk, Ajf red Chicken and Burning Rubber! 

WIPPEDI Mortal Kgmbat, Dreamweb, 

Ellmania, Evolution, Wonder Dig, F1 and 

many more! 

REVIEWED I Space Hulk r Jurassic Park, 

Overkill, Micro Machines, Alfred Chicken, 

Blastar, Disposable Hero. Burning Rubber 

and many more! 

TIPPED! Complete players' guide to Diggers, 

Beastlord, Wibhle World Giddy, The 

Patrician, Goal ! and mom of the Ishar 2 and 

Worlds of Legend solutions! 

PLUS1 It's ECT5 time again. 

NOVEMBER 1993 

ON THE DISKS! J Disks again, featuring 

playable demos of Uridiitm 2, Hero Quest 2 

and Seek and Destroy, along with two com- 

nlete PD games > Zombie Apocalypse and 

Project Buzihar. 

WIPPED! Body Blows Galactic. Kings Quest 

VI, Rally, Rise of the Robots, Seventh Sword 

of Mendor and many morel 

REVIEWED! Brutal Sports Football, 

Cardiaxx, Donk, Frontier: elite 2. Qwak and 

many more! 

TIPPED! Hired Guns, Alfred Chicken (part 

one!, Space Hulk tpart one), Ishar 2 (part 

three! and many more! 

PLUS! The programmers talk to ui! DMA 

Talk to us! Find out how we make The One! 

DECEMBER 1993 

ON THE DISKS! Playable demos Alien Breed 

2, Brian the Lion and Bob's Bad Day! 

WIPPFD! Hrimdall Z, Reunion, Theme Park 

and many morel 

REVIEWED! Cybt-f punks. F1 1 7A Stealth 

Fighter, Cannon Fodder, Alien Breed 2, 

Body Blows Galactic, Liberation. Magic Boy. 

Perihelion, The St-ttlers and many, many 

more! 

TIPPED! The end of the Ishar 2 solution! 

Body Blows Galactic. Alien Breed 2, Space 

Hulk (part 2). MASSIVE Frontier players 

ouidr, the complete solution to The Secret 

of Monkey Island and many more! 

PLUS! Find out how they make Gamrs 

World Live! as we spend a day with them! 

JAN UAH V IS 94 

On the disks! A complete game by Stavros 
Fasoulas, Zool 2 and Beetle (A1ZQQ only) 
|Er, that's this issue - Ed.! Oh. 
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■ AMIGA 1200 PACKS 
• AMIGA CD 32 CONSOLE 



FROM SILICA - THE UK's No1 AMIGA SPECIALIST 



ff FROM 
SILICA 



It a® 



PACK 



/ from December ut i$93. utm 

'.' a i. bL> ynu' Atiicj Iram Silica, nr 

our advertised prices, wt will give you 

= / ono or mora FREE GIFTS. Tht gffls 

inciudie m^'nevi cnaes Pack. GF* Bast 

,aj[ and Photon Pinl 'I a 1otaJ value ol oxer 

ESS. Check Ih* panels en Ids as Id hb 

which pihs corns; w1h hoIi Amiga from 

Silica. CHAOS <s Hie sqthwe pack ol 

fn* irtar and is an Amiga Formal Sold 

winner. If includes Chaps Engine. Kick 

fall's Ch3rti|nOn 5 hiu Gof. Syndicala 

.11 i P -i u a 1 1 FaMates. 

ALL FOUR t:\s-i have 

Ct*n ralfjd over 90'i 

■ ano won :he cowled 

^^K AUHSA FOilMA ! 

^■^ GOLB AWARDf 

CHAOS ENGINE £25 99 

SYNDICATE £3499 

PINBALL FANTASIES £29 99 

NICK FALDO'S CHAMPIONSHIP GOLF .... £34,99 

CHAOS PACK: £125.96 
GFA BASIC v3.5- PowViiBflwPhflaiminjLiiiea^... E50.QO 
PHOTON PAINT II -RtaiiuaiMteP-i^fl^gi... £99.35 

TOTAL VALUE: £265.91 






WORTH OVER 




AMIGA 600 

LEMMINGS PACK 




AMIGA 600 

WILD, WEIRD & WICKED 



AMIGA 1200 PACKS + H «F E 

RACE 'N' CHASE DESKTOP DYNAMITE 




FREE DELIVERY 



atrial IBM * hwhiferUli 

Ink .'..'. mm CWT0HUI f UM 

. fBFE FFIQM 9UO (SaaTwUISi 

RACE W CHASE 



&- o £299 



2 M ! -£449 



% ff £499 
2=.. 127" £529 



fe£»'--£599 



F»£E DELfVERY 

"i£« lr>r: 

* Elfc Anal ">Jil * UtLMl'irT NJIliA 

■ la * Aumairi Prm aUugn 

. FRfE f-i- . v ~ i3aaTn>latr 

DESKTOP DYNAMITE 



EAH^sr-F-AfWIKYWIIUHr 



FREE DELIVERY 

PACK INCLUDES: 

• l» AMiCU «M tl?9H 

• BULT-ftm-nnvr 

• BULT-hTV UOOULATOH 

• 'RF.liIFPAIMTill ... frt.BB 

• LSHMWU £20.09 
«U*A6wsiucAi5»i W L«r ci:s.9G 



»0M1 PACK VALUE- E431.il 

LE-SSWCVfSAWUS ESS? 33 

SILICA. PHICE. E1B1JU 



1 



Mb 
fVJrf 






PPEKIOuSH 



£189 

we w . ahcmm 



mEucmsif £Hff 



IHE-rtMjuaSaaB.HliiiJMit 



AMIGA 1500 

HOME ACCOUNTS 





AMIGA 600hd 

EPIC 4 HARD DRIVE 



?SKSSj 



UTI^ri«oU*AnRiiHH- 
I Mi*il cotf lajU'iJ- » :■■ 



PACK INCLUDES; 

• 1- AHOJ M* E1Mu» 

■ So.fxnuswiWyKWJum 

• DELUKE PiJNT lb W» 9ft 

■ UtCflOPpOSE Gft*ND MIUL DtOft 

• SILL* PUTTY f fS !M 

■PUSHOVER ns.es 

rats- fbcm wxt iSn i™ ,*i, P35.W 

njTiU. HCK VilUF- HBi.Bl 

tf3SHWtrS*V)A« C!83 Ii 

«MCA PACE nuutKi 



1 



RAM 



1Mb 

i RAM 



£199 

iht: v.«, i ■ *vui nw* 



Ht «*1 4UC«41irUM^ 



AMIGA 4000 

SPECIFICATIONS 



*l,.9 £349 



^ 64 CJQQ 

2-85 £549 



*-~87ME579 



%-.»K£M9 



SPfCinCATIOtB • ?, lr»-ull!lru.ilh.»l.t. c . ! . 



• ammaiKutiiu in him 

• MmtMiciiw- ft hm 
■ rr ~m M »n !■ i w—i 

• ■ . 17 4i lui inn i.mn ;n 



' ivirMilnitr 

HARD DRIVE OPTIONS 

* Hl-7*l ! *■ KMI DMi 

■ >t*H3<nn* Mn rasJURi-iMa HfaM 

• UmiHtnU-.Tfixmr^IMlJITwIliaitWuilrty 



r-nOfOn 

FF?f£ D£L/l/ffll' 

I «« RETUBN HO SIUCA WMWlKri 1 

PACK INCLUDES. 

» li» *Hr",A l»C- £689.30 

• iij'BUt'-H'unawcsriis 

* £;<p*ivSic« Slche 

• PC TOUPATlpljTf 

* YIDtO ajOT.. 



• PCXT BRCfjafURCl SLPWED 

• PUI.HIUN WDHtSieFlVUFF 

• pmmic 

■ ELF 

• HOME ACCOUNTS 

• DtLUHfc FNNTIII ... 
FBEE fKMiHt* I3HKWUI, 

FOTJU neK •ttUK; (1*M J4 
less ptat strnia eicai» 

SEJCAPWCE: gww 



1 



Mb 
RAM 



HRptseee: 



IMC V*T ■ AUB 1SM 




C">- 



Oh aii [.t:t*KaMi*uiK!; 



FflgZ DELIVERY 



IS 

111 


■ WM tHlfeOMU Wm IkliC 
■ O 






1 


••• 1 ^ 

• 










j« tvn 


«*HX 




*!-» 




CONSOLE 

32-BIT CD-ROM 



NEW! 



memoes 
oscAft & DteGEns 

CO JUi.ES 



PLUS! 

LEMMINGS CD 

FRH n»M SILICA 



FREE DELIVERY 
PACK INCLUOES. 

• bWGASIi SlBO.Oa 

• but h i. aril i nr uodjuik 



<hll!»3l 

• ERt A»n ICVEHTUBE 

» TAC • B01F FUV»:.Jff'Flir.(lf 

■ u»™ . sun swen) jf evi 

Zn 



E170O0 

est n 

EMJM 

tit 

C26SSI 



PVKPI Sa hmg Lip' et 

SILirj* PHICE: U4B.0CI 



1* 

Ihaii 

64: 


£349 

p+:: mai - am£{qm 


1* 
85 


£399 

IhC V*T ■ ituCWOE, 



AMIGA 4000 

CONFIGURATIONS 

The Amiga «:oci 030' anO (HP Ji» 
*«H(lWe Ml &Sv*ia RAM.'Haid 
Dim ufilun: Iran- 5«cj IpfcuM xa 
t«Dw]. Al in KJIy conhguroil and 
appm.*irt nnri oairy ConnroO<x«'$ 
lull w« v«ar oii-ailje it nH ) 
F'AM up^raaei a/a alsc avajlabie 
Iram &lirja l>.in In nxfflrv 
ll.if.liiili;Hr- ii iris fliayhM. filSaae 
collluf upqrada pricca. 

25*ft MOJO, 




VI III!*! 

aru»cl ..lit* A*» 
OflAPMICS! 

• ^jri^io«iaxjhF! 

* nExumow ir io 
ltWiimnroi) 

OPEN AFtCHITECTUflE: 

T^4 .M40U '^ft Iwr dnnvd 4n nrnirun 
WniiHy |i u* i ^ i ^ rl#*Tly rH i^iim Igf 

• vilUMICI SUJ15 

■ ^FCJtTiuna 

* I«tp-<nt3 9JT 
POWFR 
> I IU* K FLCfFir BUT 



% fl?=-£899 



130 



80 



£949 
£999 



^ 13Q £1049 

%214!£ 1149 



* 340 £1249 



%540^£1499 



AMlG/i y 


* JJJL^ 


| CO' 


MFUtn 




M!n::i 






a; • 


■r 


inn 


■;• 


12 lu- 


'-AV 


NW 


' ■:■:,' 


£:,.!.» KAiii-i 






Hv COuiDI Ot-Saaa 


£i*K« 


:■ 


1 -, : ■. 


{•TWJl 


Ml 


" ' '■"■ "I"'--; 


m 


Ul 


4 Mc£i innnSoun 


Vi . 


V- 


HnItStBUi 


ifr. 


1. 


S-YWSO m 


Vif. 


•l 


>.' Ii u.u F . -. 


WiEjC 




3) T-xiz Fmu 


ftsa 


nnm 


•"• 


E789 


(a™ 



"The Mega CD JC269I *J only 
wnrv whan plugn^r iiMd Pie 
We-£s Drive (£1£9|. [hflmlars Pie 
pfia stiown ie me lotal 
eCKnlWHHfl pnex nr bulh rnBdwa 
Th« Amiga C032 IxjWBVB*. IB a 
£lHrKidluriBi syMam wrfveh works 
wtixmi acKJIio^al units. 



CDTV ADD-ON 

FOflASOOOfASOO-UH 



FREE OEUVERY 



• 32 BIT WiiVHH 

. '<iinnil»inKll4l]i 
n<*oui mi*i» I MIEUCKJ 

• CO Ql.IAl.mr 5TEBEO SOUND 

• IB J Million Cfn.0uR p.*LETTE 

• 35MK MAS! COLOURS OMSOFlEiN 

• GAMES FROM BELOW £30 

• HH.CiSi INIQ A -V OH MOWTOn 

• PLAVS MU£C CCi 

■ DU/U. SPEED 

TikoAn lUli ■bra* -vc» *4 M ip 
nYwvir|i Cf>POM oia*S 

• MULTl St SSK*J 

Flt«gn4c» *IL iJau ■>" CD*. M>1 1 iw 

«lj"^K-'l *Htl MlH llli- MCW |ll liny 

■Fyil. SCREE*I VIDEO-CO 11.*! 
v ^ ai opum! *** auduM ^taji rimi 

p:*i Id ifl*rfi lln. m II* rTIK 'CHI^MMl 

** n» Kh «HfrOJ nnavd twrnm 

-: '■"■ "- ^-r -"*— | 

I 3 ■ "IAK' 

• '1 E.-JTTON CCSTTBOL PAD 

• 2FHEE CD TITLES 

■ OSCAR • DIGGERS 

PUJS f«tt FHO.W 4LTA 
LEMUINQS CD WORTH tl.H 

■ OQMPATtlLE WrfH is Ctllrv TITLES 
(run o tnus im«.c".c «KHt ;«=iti«U£ » 



Amiga 

CD31 

- ii FHB 

CD TITLES 



£289 

■VI CCOMffll 



CDTV SOFTWARE 




It MM IN MS 

Ikm mui i.m7c'v 

-•: •: .' :. ;•■, ■ 

uiiirftrc tiU ir Iti 
MpNMtf *S*J'*M 
■3i3ISi ^1 ■■■ IN 
• ii iii* | Irl \*i 

£9.99;e 



6 



25 U .„ EUJ04D 



13Q'£1899 
6^2i4CJiggg 



%mo^£2149 



e 525 £2399 



RAM UPGRADES 

CALL FOH PRICES 



1 Mtfenin*Qfl» 
Encytlepvdl* CD FWPtStM 
A lASfinalingand ij-iiqui; 
iviarcncfl loal "orrwr sing Ilia 
GaropkilE- HLnV^iinsDn^ 
E'iCvGkH*did 

• rjupo - Boa Public 
Domain Ti1la» mmi 1 LIS. 93 

Orti 90OMI ol Public DomaHi 
oa*hvai« and ormraivars. 
inc\«)*s -mwif or<x:*u(xe. dara 
baus MHaipraarlshRi^' 
rjamos and Lnlrimi; 

WORTH OVER £49 



sim cm 

Aslhinnj^f sISir-Br,' 
..i - J»> irfl 01 Tw 

[flit IHHtilmt 

Bta lirt.j? anna iiaMMi 

SlUltj rn/hi U« 



Ink) Compact Ditt-pldrrtg aJJ-jn 
■•nptr eOpt m fw s* flKpanaion pun 

of HW ArrtM 50P/ and IB nuneMtsly 
rairty H DUnw to ponw, 

■ bHQlBlWMtllMBrjl Cpri'i eD MII 

« p *,;•<.!« mfeOOiBH 

■ Mgaai tii.i'-, hj.., DfH hep) aWl 
* " m* inataMtewl 
■CWK»t*«t,C3*C,m;i;*WClfnftBi 
■'romp^i^-TlSOWWnanojTi 

■ Some mi *s0ui ntm naw a toi - ■)«■■» 

WINNER DF THE 
AMIGA GOLD AWARD 91% 



[New LOW 

I'HICb 

CDTV 



RAPtMftj; 



IHC •:■'•' & 



hlfttJBl «* l^J^J V".T 




SUPER GAMES 

PACK 

Tld Lh* hk^i jd>n 



H^ CsdPgri 



Ju^tTnl 3 Sir ji - 



FDR GUM €0MPLiTE AAMC «l 

CDTV TITLE'S- PLEASE CAiL dill 

■All MHR HUTLIHE BR VH4T DHE 

OF OUR SMWAOvHS LAIED BELOW. 



O APPROVED 

::-icj ar* a tulip BunvulEBTJ Attiijh 
rtoatar Wg c*n upflraOu M>BS W>j 

■ ■ ■ i Wt wlh *i6tJ (Mm* tef new cf 
iri'^f'M onrwrB> watraiit anscing 
C&mmCTJares arhctil en sm 
warranty. Wn char dhar upgreidBO 
and rejsav samca fa' A.VKI hmI 

ASOunm Qnmpi r 

UPGRADES S REPAIRS ' 

■ Luteal nwlmjuipnwYir 
" SB nji-iiM n .■.:."■■ i h'-.«-.- ii. 

■ JJWOso'cwrtsin 5rtct 

* PAST. 4WAEHiraan<a> 

• tve aan«ia> i I ■.,l\*7, 
' Fl?ff ntnum rauaar 

" j4P Hwrtr puaflfl- v*iao 
CAiL FChW »* PWO 



^UC| 






SILICA - THE AMIGA SPECIALISTS 



Hflltoi* you ihKHlB Ktwn 13 bU)T VOUf 

n«i taiga c«npular ma rij)l>4A1 you 
lhrt< ^9*v ijSr«*Jlr abojl WHERE *mi 
buy * CoraidaK Mtial t <m\ t+i | |.h h 1#>p 



I* 

^AV|L JS/ tuv * •'-'•'•ciX* Ahdi iwl bw i+.h h Ik<« 

'tilV^ jO •rfli^a ertar buyng yaur .*jriqa. whan 

£?„-— - rv "* voa may i*tnjr» .iiTrtnrnyii ptnplwaie or 

^- € l u »rr.ars. or IWp and ad»ic* Aim, XI m* 

™mparr|i |ja- buy Irom «rt»ci y*j -*i Mlafa 
ol nan pro^Jcls , Al Situ, w* anji^g that you ml rum nalhr^ to 
1Kin> ebuin Wtri auj anmrallerj aouMmancd arh.1 AirMrlfik w- iiuii metf 
m cuimmara- laaunamarrK .if *n ul>4«iennajni| Kt-Kh B Hcam 10 
nor* Cijmrijdt flfrf r«urri a-* coupon ran ror our Lhhi FHFE 
iflfMl.np aid bog>n In iKpaoanca IV B 5ikm SqVriMV 

• COMMODORE APPROVES UPGRADES: 

3*k«i Kard Orw upgrades wtlh ICL mm nmiShV 

• FREE OVEfmam O^UYERY: 

On al lurdnieciiHii siippnj in Hit UK movant. 

• TECHNICAL SUPPORT HELPLINE 

a. nam oi Amigj i«Hniaa riptrte wll Ik 31 lour atriice. 

• f RfcE HATCH: 

We tisoc cwipwior! on i "Simt prmtia - Sams ttttr 6*** 

■ ESTABLISHED Ji YEARS: 

Wi 1^* 3 nrtnign 1iaH racorrj in pr.yss'n'ral COinpAr SaaK. 

■ PJflT OF A tSCAt A YEAH COUPAtlY- 

WB - nyar SO) slalt - We Jrr san). KteUe and prcWaSe 

• PUSINeSS t EDUCATIOH + GOVERNMENT: 

volume iliuKijiis jrr iriBiac*t Tel: Ml '308 MM 



ft SHOWROOMS' 

■fVe haiB dgmnrrsbribfln and Imin-i; fjnlm:: ,ii ill or stern 

• THE FULL STOCK RANGE. 

Al gl yctir Amirji riqunsniinfi an analiHp from oih supplei 

• FREE CATALOGUES. 

W/ll tH malectcygj wflv SfiCdaJ rMuoiii pnn cunigi nifBrs.as 
ml as dual's on all Amqu Mltware ind pfrip^i^ls 

• PAYMENT: 

We itepi moil nuay trtfil anis. «sh. diEawi or nwmtilv Irjiroi 
iaPB 29 {», wttten cootes on nequisll 




?,,\ H S 081-309 1111 



MAIL. ORDER: H TlHJ Mews, Hlffklhty FM, SMtuC. Kent. 0A1* IDa 
"w t>i#n i*ji- Sai Bnca^T.cnprnigal^.Q0am-&3Qp'nl ftp Lua Kfctfii Qpaiarifl 



CROYDON SHOP: Defceihaiis !pm'mi> 

LI1NIHSN SHOP: 



1 1 -31 *|nrtji End. C™don. Surrey. CP.S 1 PO M. 

UHI UGH Tlnnaiy ■ Son Fji He 



ftl: |»1-3« 1111 

.. ■. •■■ ■ 

0B1 6SB JJ44B 



MMiaat taarn-BOopn. 



52 Tuflenhant Caun Read. Imnnn WlP flFJA 



T*l 1J1-5M 40OD 

Fan HO Jff I -3a IT17 

LONDON SHOP: Sell'^SS 1a«manA^H). Dufo'rlJ SlrMf, Lcidno W1A UEi Tel. JJI-S2* MiA 
Oaaaaa mm MmSil B aim. J Mht, LW laaX Tmaay - ax i JBaramr 3CU 

SIDCUP SHOP: 14 The Mews, Halherley Rd. Slflcup. Kam, DAU 4DK Tti Ml W H11 

foH"«q i*w^ fc*jn-S«l B. -Wam-^ Kijm lata MjgW Fnaay ?fMi Fat Ng Qji^aB OOir 

ESSEX SHOP: --.:;.■ Hi( • : •.■>,-',. Tul 0702 -163039 
Qnanna -ttuni Mn*Fn a jilann > .!;■ Lakr Htffl mnidajr Tun Fat hb OJMaWM* 

IPSWICH SHOP: DiBenhatr - ..-.itfrUD House. Weslgele 51. If*..-" I'l I I TeJ: 0473- ZB70S2 

Drermfl -lo^rs Men Fn B3ufll»-5.'3uftiTi iaflia-ofl*ffi^uefrH| Lai* bjtffl Thji-irti^ q&n Fi» to u473Sft7gd? 



r:t: Sil,[:a flNFAM-Qlt>4-lQJ. 1-4 trie Mews. Haillflilay Road, Sidcup. Went Lift 14 4DX 

I IJM^1»1til'imi^'l«AlkfiW']M'l;i^. f JWcli|t | 

| Mr/Mrs'MiS&'MS- ln«lial»- Sumajna: . i 

r-jgjnpanjr Mam« (il apnlicabte): 

| Address | 

I ::: : I 



Postcode: 

| Til [Horn*); Tet [Work): , | 

| W hi ch rj o mpulB M s), il H iry, do you o wn? .,.,„ .,,„ ,„ 1-Q45 j 

ElOE ■ AHVadud enoH and ipacncauxu niar clianfa ■ Pi«~i nmim r* r^jpTi hx Km- Unnt mimavi 



Ameagre Prices 



Fast response Mailorder 
1 Dam— 1 Dpm 7 days a weeh 

No credit card surcharges 

Atww i person - never m answerptiene! 



VISA 



Barnes Centre 

10am— 8pm Monday to Friday 

10am-4pm Saturday 

2 riules triii Old SI, lube sliliw . like exit 2 



Games 




-lami 







COMF1LEH !1VB| 
:S.|lMD| 



ari cmm \|«|: 

NKjHT^PlWi I 

HEVEMjiCfKrH 




1MB 



theJ^Wtb^jjjjjjjjF 

'ICK VOLUMEliN ■ 




LiJ 



AIR SUPPORT 

MQM 

ALFRED CHIC 
ALFF^DCHlCl 
alilnjum!!; 
ALIEN BHEEO 
alien shell: 
ALIEN BREED 
*UO*IXO 

Maim 

AM IK 

ANCIENT ART 
AHNNL*TO* 
MOTHER 
APACHE 
ARABIAN NH 

AHUM? ID II 
ARM0URGECOQN2 
AflSENA,. - IHM1 

■iFHtlMB 
ASSASSIN HE 
ATACHMB> 
A.WAHD WW 

a-i 7 flying 

BARBS TALE 
EAR US TALE 
BaTMan- T H £ MOVIE 
BATMAN RETUFWS 
RATTLE CHESS.,, 
BAnLE ISLE 
BATTLE Ti 
HASTLOK] 
BENEATH 
BIG FUN 
FJfJJSTDtAATI 
HITWHF hr-:)t| 
BLADE OF DC! 
BLASXARiimb;. 
BLOB M US; 
bObSbaDS*| 
BODY BLOW5 
BODYBUDW5 
RnnvR.arts 

HUUY BdOWS 

BOOT 

BOROFJQCUH 

BRIAN THUX] 

BRUTAL SR 

BUG5EHJNNY| 

dUL.fi SPOR 

BURAING F 

HURUNG RLBJJJJJJJFI jAl200| 

CaESaRDELUSEUMB} 

CAMPAIGN J 
CAHMQN FOD 
CARCUUCX 
CARRIER COM 
CAHTQO*-rjrXjBL£_ 
CARTOCtl M.V_^Bh 
CA5TLE52- 

CEWTJHION 
CHAMRION5HI 
;«AMP|nN5HIF d 
CHAOS bNUI 

Chaos, ENGII 

r-E5S CHAMl 
CHUCK HOCK 
CMIKATVJM 
:. v m*ioi 
COMBAT AlRC« 
M«HT CLASSICS i 
OGMMT CtA 
QGNmvna 

COOL SPOT 
COUNT OUCK.ULA 
WUHTDWIIULA! 
CFEEPERS 
CRYSTAL KiMG«H 
CURSE OF H 
CYBERSPACE! 
DALE* ATT AQ 
DALEK ATTACK 

dbp can 

DENNIS 

DtMIA 

DENNIS ,'MI 

DESERT srmi 

DIGGEH$|AI 

DINOSAUR Dl 
OMKHASI F 
attl COLLECT 
EHZZYS EXCEI 
DOQ,FIGHT< 
D6NK 
MACULA It 

3READNIJUGIHT, 

OREADNOUi 

CflEADNCUi 

MUtftA 

CflEAMWEB 

XINEIIiIMBI 

3YNA BLA5TI 

EASY AMOS il 

ELITE II -FPJJ 

ESPANA '"i-WtmWkW 

EUROPEAN. Ch3 

EUROPEAN CF 

ETE Of THE B 

EVE OF THE B|f|| 

F-l 6 COMBAT 

F.3P nETALATfl 

riiDOMARK) [ 

F117A. STEALTH" 

Fl7CH*LLEN 

FACE OFF . ICl 

FALCON 

FALCON ■ COUWTF.RSTHKF DATACI5K 

FALCON .FIKkhti-- CA'AbSK 

FANTASTIC EHZP 







ftWMWfe 



|Ti EBl 



L*MM»0r**81Mt 

EWRPrrTOrrB 

r.H^utrtll/MHl 




21 .B 

tlJM 

41 .« 
N.B 
12.B 

£l« 
24..B 
T.B 
AM 
M.B 
1B.5J 
18.95 
18.B 

6,9! 
19.B5 
JI.B 
18,74 

JT.Lft 
24.M 

y.B 

16.75 
USE 

EH 
11.B4 

IB 
2«H 
its:. 
1iB 

*H 
wss 

21.85 
24 85 

5 as 
21.B5 

EH 

1471 

485 
1*« 

use 

IBB 
2UH 

15% 
!!9i 
1B9S 
39 45 
1B.95 
IB-55 
1FJ*5 
MM 
ji-a 
IB.tt 
21 « 
j i. a 
AH 
IBB 
IB.W 

b.b 

7.B 
18.4 

ia.B 

21 ,B 
24.B 
a.B 
ttTJ 

7.B 

T.B 
■J*. 
18..B 
34.B 

S.B 
1B-B 

T.B 
1»B 

I N 
1175 
1&.B 
24.95 
KK 
il.H 
31.84 
81JI 
KB 
31.94 

EH 

CM 
IB 95 

795. 
2 Hi 
2A95 
13 91 

MB 
IBM 
1B95 
ian 

20 45 
31.94 
2AM 
13* 
18.44 
1B.TS 
18-75 
3A.M 
■9-5 

ai.» 

JS.B8 
13.B 
l!B 

21 .B 
H.B 

ra.ss 

i2.B 
14.B 

?I.9J 
fl.B 
1B.B 
1» 

».» 

T.B 
1D.B 
1i-B 
24.65 
1fl» 
r.BA 
T.B 
TBI 
.'.95 
1=-9'. 




CD-32 

Alfred c«cken sua 

tIEN BREED . SPECIAL EOfllOM 1295 

AflAflA** NIGHTS I ?sr. 

BOOT MJG 

CHAD£ E'rtiNE 21 95 

D-fl£l*RATHJN 1*95 

DEEPCflflE 1*9fi 

Fl J CHALLENGE 1295 

JOHnBAflNES EUROPEAN FWTBALL 1!* 

A8WS5JC PAW SlJfl 

I AavaiMTH 1LTS 

LIBERATION. CAPTM! 2 2AH 

MICftXOSM MM 

MCHFH 21 95 

C^EPKlLLAjtMUt-C 21 « 

PfcBALL FANTASIES it.M 

PftOjECTH 1295 

QWAK ItM 

HDEOCOD 21 H 

HYTJEfl CL* !1 -B 

SENSIBLE 9O0Catia« 21 .« 

MBWWLKEP 21 « 

TFX SAB 

"HULLS 21 B 

JfKWMa 2A.9S 

Wh*LES.vOVAGE S1.B 

JK* S1.B 



FAST FOOD (NOT*; 

FATAL s-aoKta 

FPEAW>BR«STOW(IMB , i 

Mt DIVISION MANAtiFF INDTBDCI 

FLASHBACK -1MB- 

FLOUT OF THE iMHUDERiNOT.l 

FOOTBALL HAMAOEP 3 

FOFWULA I GRAND PflLK ||MS| 

FLKryOFTHEFURWES 

TJ2 

liALIUtr LGE'INIME 

GALACTIC WARPIIOR RATS 

GAUNTLET I 

9BWH 

GLOBAL «LABWTOHS |1 HB| 

QLOECULE 

GNOME ALONE 

GOAL |1 MB} 

GCUl N&iliWBl 



Pfease note 

AJOTf means soliwurc is 
noi compatible wttU the 
500 Plus, 500 Or I5t» 
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WHERE ARE YOU... 

COMMODORE? 



Yes, we know that 
this part of the mag- 
azine usually covers 
games which have 
been lost in develop- 
ment, but we'd like 
to know where Com- 
modore stand with 
regards to their plans 
for next year and 
their thoughts on 
'93. Simon Byron dis- 
cusses life, the 
universe and 
everything with Com- 
modore's MD David 
Pleasance 



Ahh, Commodore, The mak- 
ers of the machine we hold 
SO dear to our hearts and, 
more importantly, the makers of the 
machine that keeps us here at The 
One in gainful employment, 

1993 has been a particularly tur- 
bulent time for them; rumours about 
going bust, rumours about whether 
or not they were working on a CD- 
based Amiga and then whether or 
not it would succeed, rumours about 
the hasty departure of Kelly Sumner, 
rumours about Nintendo's interest in 
them... I'm only surprised the 
amount of gossip surrounding the 
firm didn't catch the attention of 
Piers Morgan. 

Seeing as how a new year beckons, 
we decided to ask David Pleasance, 
Commodore's joint Managing Direc- 
tor, a few questions, The first of 
which is how was 1953 for Com- 
modore? 

"From our point of view it's still 
not over yet," states David {and it 
might be worth pointing out that 
this interview was conducted 
towards the tail-end of November). 
"We've still got a few weeks left but 
I'd say that notwithstanding our cor- 
porate position, the last six months 
have been particularly good for us. 
"We haven't sold the 600 since 
March, so that's a deleted product as 
far as we're concerned, but the 
A1200, since its repricing, has been 
selling particularly well - we had a 
very successful summer, which is 




unheard of in the computer industry, 
I would say that in the six months to 
Christmas we will have sold some- 
thing around 160,000 Al200s, which 
is considerably more than I forecast. 
"The CD32 is looking like it will live 
up to our expectations but it's sell- 
ing a little slower than we anticipat- 
ed, which I think is down to the kind 
of product that it is, A games console 
is unlike a computer in so much as 
they don't tend to sell that well 



throughout the year, instead they 
have quiet periods followed by peaks 
at times such as Christmas Howev- 
er, my market research tells me that 
the CD32 is outselling the Mega CD 
by about three or four to one. I'm 
very pleased - by the end of the year 
I'm quietly confident that we wil 
have sold 11 0,000 CD32s. ' 

Thankfully, software support for 
the machine has begun to snowball 
- something David is particularly 



happy with, considering the amount 
of time the machine has been on-sale 
and the secrecy that surrounded its 
development. 

"By virtue of our absolute need to 
keep CD32 secret from dut competi- 
tors, we put ourselves in a situation 
where we only let a handful of devel- 
opers know the machine was com- 
ing. Subsequently we are suf- 
fering from the fact that very 
few developers have had time 



123 



t^.j --.-.jr - rt - , a , ^_ 



4l^^l 



■ ■ ■ ■ t ■ f . *-| r i U 1 i«fn i ■ <f 




F E A T U 




124 



THe A1200, Commodore's base 
machine for the future. 

to do anything. Bearing in mind 
what I've just said, our honesty in 
terms of telling the world about our 
financial position earlier on in the 
year worked against us because 
some developers decided to sit back 
and wait and see what happened. 

"So I think there was a reticence 
on the part of some developers to 
endeavour putting resources into 
something they weren't sure was 
going to be around. Most impor- 
tantly, nobody believed that we 
were going to put it out on time, 
when we actually managed to get it 
out early, 

"Having said all of those things, 
there are only one or two major 
developers in the entire computer 
industry that are not writing for and 
supporting the format. So that is 
very encouraging. I still believe that 
we will have between 50 and 70 
titles on the shelves by December 
1 5th, which, when you consider that 
the Mega CD has only got twelve 
titles at the moment, is very Impres- 
sive." 

David admits that the machine 
may have suffered because of the 
Amiga branding, especially when 
you consider that up until the advent 
of Microcosm and Liberation most of 
the machine's games were virtually 
direct ports of the A12Q0 versions. 

"We all know it takes any devel- 
opment team around eight or nine 
months to produce good floppy 
games, but to produce a game which 
uses all the attributes of a CD-based 
machine obviously takes a lot longer. 
The CD32 was conceptually designed 
and produced within eight months 
and has only been on the market for 
two months. It is impossible to have 
a> software which makes full use of 
the CD32 within this period of time. 

"Having said that, if you look at 
products such as Microcosm, Rise Of 
The Robots and Liberation, you can 
see that there are many people who 
have the talent to produce games 
using all the power of the CD32. 
And, as they say in the movies, you 
ain't seen nothing yet! 

"We're working very closely with 
all the development teams and 
when they reach their first major 
obstacle we're there to help. 
Then when they're getting near 



The A40QO. There will be nothing 
between this and an A1200 in the 
foreseable future. 

to completion, we help them with 
their debugging and cut their first 
gold disk for them. We're a very inte- 
gral part of helping to create CD 3 2 
games." 

Having admitted that the CD32 
has suffered from the secrecy sur- 
rounding its development, David still 
believes that the decision to keep it 
under wraps was the right one. 

"Our fear was Sega or Nintendo 
may or may not have been able to 



The short lived AbOO, May it rest in 
peace. 

hundred million, but our expenses 
were geared to supporting a billion 
dollar a year company. 

"So we decided to get out of the 
PC market, which involved restruc- 
turing the company and reducing 
some of our out-goings. We also 
decide that 16-bit technology was a 
bit passe and that we'd concentrate 
solely on the A 1200 and CD 3?, so we 
had to price down the ABOO to 
enable the existing stock to be sold, 

"Ail our financial announcements 
were made in May, relative to the 
March quarter, so we recorded a 



■ ■ I believe that we will become 
seen and acknowledged as having the 
number one games console in the 
market, certainly in terms of techno 
logical superiority. ■ ■ 

David Pleasance 
Commodore UK's joint HAD 



pool resources and scupper us. Given 
our financial circumstances we felt it 
was more important to develop tech- 
nology which leapfrogged Our com- 
petitors. That was our White Knight 

- we were able to say to people, 
'Look, we've got ourselves in this 
mess, but this is the product that is 
able to get us out of it.' Without this 
admission I don't think we'd have 
anywhere near the support we've 
had from people in the industry. I 
think we played it all absolutely right 

- we just couldn't afford to mess it 
up." 

This seems like a good time to 
clear up the rumours regarding Com- 
modore's financial position, So what 
happened during 1993? 

"Firstly, Commodore was very 
heavily involved in the DOS PC mar- 
ket, which is an area where most 
people involved have lost money," 
confesses David. "If you look at our 
March quarter results you can see 
that we had a 30% increase in PC 
sales but our revenue stayed the 
same, so for some considerable time 
we weren't making any money, This 
meant that our real turnover as a 
company was maybe four or five 



SI (37 million loss in total for that 
period. Before we announced our 
losses, we went to our creditors and 
told them what we were about do 
and outlined our new strategy; 
namely, to become a lean, mean 
company once again. They agreed to 
stand by us and since then we've 
reduced our losses to such an extent 
that by Christmas we'd become a 
profit-making company once again." 

The computer industry is so 
embroiled in the future that it's con- 
tinually looking to kill off what it per- 
ceives as the weakest machine. Since 
the death of the Atari 5T, all eyes 
have focussed on the Amiga, with 
some declaring that this may well be 
the machine's last successful Christ- 
mas. Not so, according to David 

"We're running an advert with 
about twenty to twenty five senior 
industry figures outlining what they 
think of the state of the market, and 
I can assure you that everything is 
extremely buoyant. Everything. So in 
spite of what some are saying, the 
people who are close to the Amiga 
know exactly what the situation is, 
The net result is that the market is 
still extremely supportive of us." 




The machine that Commodore's 
hopes rest on - th« CD32 



David is certain of Commodore's 
goals for '94. "I think that what we 
have to do is to consolidate our 
financial position and to continue to 
maximise our technological advan- 
tage," he reckons. "We're investing 
a huge amount in research and 
development and I think we'll 
strengthen our position and enhance 
our reputation as the number one 
CD-ROM producers. I believe that we 
will become seen and acknowledged 
as having the number one games 
console in the market, certainly in 
terms of technological superiority," 

One of Commodore's major prob- 
lems is that they're tarnished by the 
mistakes of last year, when new 
machines were launched with fright- 
ening regularity, 

"It's true to say that sales have 
undoubtedly suffered from the 
A50O/A5O0+M6O0 farce/' admits 
David, "which is a memory we're just 
about managing to shake off. Unfor- 
tunately, all the rumours of new 
machines wreak havoc - I've had peo- 
ple coming up to me and saying 
Well, I would buy an A1200 but I 
think I'm better off waiting for the 
A1 400' - a machine that will not exist 
within the foreseeable future. 

"I can tell you that we're working 
on the next two generations of 
CD32s, although what they'll be like 
and when they'll happen is another 
thing entirely. Although things have 
a habit of changing rapidly, at this 
point in time I can say that these 
machines won't be available during 
the next twelve months, 

"I can absolutely, completely and 
utterly refute any reference to any 
product that is due to fall in between 
the A1 200 and the A4000, I've had 
discussions as recently as last week, 
and although there's no doubt that 
the need for that kind of machine is 
there, the only hindrance is the price 
point - if I could produce a machine 
with that spec for less than £600 
then I would but. Unfortunately, the 
reality is that I never will." 
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If you're reading this, then 

you're probably already 

interested in getting the 

latest news, previews , 

reviews, and valuable 

insight into the complex 

world of PC Games. WHAT 

PC GAMES will bring you the 

hottest new games, and 

report on the state of the 

PC games industry, 
giving you the information 
you need to make informed 
buying decisions. 
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PLUS 2 FREE HIGH DENSITY 

DISKS PACKED WITH 

PLAYABLE DEMOS AND 

SHAREWARE' 

WHAT PC GAMES. 

OUT 10th DECEMBER. 

MISS IT AND MISS OUT! 
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RECOMMENDED 
SPECIAL 



A slight change of format this month as 
each member of The One team outlines 
his personal Amiga Top Ten from 1993 
and we list all the marks for all the 
games over the past year. See if you 
agree or not... 




DAVID UPCHURCH 

"Phew! Is it over 
already? Why, it only 
seems like five min- 
utes since we were 
bidding farewell to 
'92 and raising a glass 
to '93, So has it been 
a good year? Easily, 
yes. The quality of the 
games has never been 
higher, the A1200's 
been selling quicker 
than they can make 
the damn things and Commodore has weathered 
its financial storms unharmed. 

"In fact, I reckon 1993 will go down as the 
most significant year in the development of the 
Amiga range since the ASOO's launch back in 
1 985- Why? The Amiga CD32, of course, If the 
machine is actually achieving the sales that Com- 
modore claim it is (through no fault of its 
appalling TV ad, 111 wager) then the future looks 
very rosy indeed. 

"Already,, with games likes Liberation and 
Microcosm, we're seeing just what the machine 
is capable of. And with superb games like these 
more and more people will be attracted to the 
Amiga fold. (I'm beginning to sound like David 
Pleasance here}. I wish the CD32 well: the 
machine is a brilliant piece of kit and deserves to 
be a success. However, I do wish that Commodore 
would sort out the CD drive add-on for the 
A1200... 

"Yup, it's been one hell of a year, and 1994 has 
the potential to be even better. One thing's for 
sure: those doom merchants who gloatingly pre- 
dicted the death of the Amiga have been proved 
to be talking out of their joystick ports. 

"By the way, has anyone seen Andrew Wright 
recently...?" 




(1) FRONTIER: ELITE 2 
GameTek 

"A lot of people have written in complaining 
that I rated Frontier far too highly. Some 



even said that they thought it was crap. Look, I 
know it's not going to be everybody's cup of tea 
but 'crap'? Hardly, Even if the gameplay is too 
complex to appeal, it deserves praise simply far 
its vastness and the quality of the graphics. 
Anyway, I think it's superb ■ the best Amiga game 
ever - and I'll beat up anyone who says 
otherwise. Qrl wight?" 



(2) 50CCER KID 
Krtsalis 



"I love a good platform 
come much gooder tha 
ly crafted in absolutely 
sound to graphics, 
gameplay to difficulty. 
In fart, it looks so gor- 
geous it's hard to 
believe it's running on 
a basic A500. Stunning, 
Brian. Perhaps they 
should make Uer Kid' 
the new manager of 

England?" 



game - and they don't 
i Soccer Kid. It's beautiful 
every department, from 
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(3) DESERT STRIKE 
Electronic Arts 

"Now this is a real rarity - a shaot-"em-up that 
requires a little, and occasionally a lot, of brains 
to play... plus a hyper-active trigger finger, natch. 
A conversion from console land. Desert Strike has 
been enhanced in just about every department 
making it even better than the Mega Drive origi- 
nal, something which always scores points with a 
rabid Amiga lover like me," 

(4) SPACE HULK 
Electronic Arts 

"How many games do you know that have a real 
atmosphere of suspense and tension? Very few, 
I'll bet. Space Hulk is definitely one of that select 
band. If you can find a scarier game than this, 
well, you can keep it - after playing Space Hulk I 
have enough trouble sleeping at nights as it is. A 
superior blend of action and strategy, Space Hulk 
deserves to be in your software collection NOW!" 

(5} INDIANA JONES AND 
THE PATE OF ATLANTIS 
US Cold 

"As far as I'm concerned LucasArts can do no 
wrong and this game maintains their well-earned 

reputation for quality. It would have featured 

more highly in my top ten if it wasn't for the 
ridiculous amount of disk swapping single-drive 
owners have to endure and the occasional s-l-o- 
W ll tll in crowded places- You should buy it 
now, partly because it's likely to be LucasArts' 
last Amiga game, Boo-hoo!" 



(6) DUNE 2 
Virgin 

"Normally strategy games leave me colder than 
deep-frozen cod fillet, so you can imagine how 
suspiciously I approached Dune 2. But as it turned 
out it was corker; very playable and incredibly 
atmospheric with soma excellent sampled speech. 
And you get to kilt lots of people too. Spice min- 
ing has never been so much fun. Apparently." 

(7) ALIEN BREED 2 
Team 17 

"All good things to those who wait, so the saying 
goes. And 'good things' don't get any better than 
this excellent sequel to the classic original. More 
aliens, more weapons, more levels, more action - 
what 'more' could you ask tor? And as for those 
people complaining it's too easy - yeah, right. 
Apparently the next one will be in 3D, What's the 
betting they'll name it Alien Breed 3D? I can't 
wait,.," 



(8) HIRED GUNS 
Psygnosis 



"A bit of a departure for DMA Design from the 
cutesy excesses of Lemmings 1, Hired Guns scored 
in my book for being so damn nasty. There's a 
vicious thrill to be had from zapping sweet little 
And rex puppies in dark passageways - but, I has- 
ten to add, not in real life, of course. The only bad 
point is it's so bloody tough but ■ hey! - 1 lurve a 
challenge." 

(9) THE LOST VIKINGS 
Interplay 

"Although I liked Lemmings 2 lots, I found this 
arcade puzzler more enjoyable to play, mainly due 
to its greater emphasis on arcade action than puz- 
zles and also due to 
the beautifully 
animated Viking char- 
acters, The game also 
holds a special place 
in my heart for inspir- 
ing possibly our 
greatest spine line of 
the year - 'horse-y but 
nice!' Classic." 



(10) SYNDICATE 
Electronic Arts 

"Like Hired Guns, this has a high btood-and-bodies 
count and is all the better for it. {Are you getting 
the impression that I'm a vicious little 10 und io'i 
The Blad**runner-ish graphics and sombre music 
combined with superb strategy-based gameplay 
made this one of this year's few games that I 
played all the way through to the end. Brill." 
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SIAAON BYRON 

"When we decided to 
write a Recommend- 
ed Special Edition 
(Director's Cut} out- 
lining our top ten 
games of 1993, I 
thought it would be 
an easy task. I like to 
consider myself as an 
arcade-y kind of 
games player - if you 
asked me whether or 
not I like RPGs or 
strategy game's I'd generally respond with the 
negative - and I imagined that my list would con- 
sist entirely of reaction-testing blasters. So how 
many RPG/strategy games make it into my per- 
sonal Top Ten? Five, Embarrassing, isn't it? 

"But that's not to say that we haven't had our 
fair share of excellent shoot-'em-ups, puzzle 
games and flight sims. In fact, I reckon that 1993 
will go down as the best year all-round for the 
Amiga. We've seen a decline in crap releases 
(although Super Sports Challenge is the obvious 
exception here) offset by a remarkable amount of 
decent games ■ you only have to look at the 
round-op over the page for conformation of this. 
Which has to be a good thing. And if software 
publishers would only wake up to the fact that 
the Amiga most definitely isn't a dying format 
then I can only see this positive trend continuing 
"By the way, Beneath A Sted Sky isn't featured 
here because it's not out until January, but I'd 
guess that if I was able to include it then it would 
he either number one or number two. Can some- 
one please remind me about it next year? 
Thanks." 



(1) LIBERATION 
Mindscape 

''Possibly the mast impressive release of the year, 
Tony Crowther and Hoss Goodley's absolutely 
breathtaking adventure is quite simply the most 
absorbing game I've ever played. The Cyberpunk 
atmosphere is maintained brilliantly and the 
sheer Instability of Liberation should ensure that 
the CD 3 2 sell* by the bucketload." 



(2) CANNON FODDER 
Virgin 




(3) DUNE 2 
Virgin 

"Even though the game pi ay doesn't vary that 
much from mission to mission and a level will 
take you at least an hour and a half to play 
through, remarkably. Dune 2 never becomes bor- 
ing. Not once. The speech and sound effects 
enhance the overall atmosphere (.that ward again) 
and the gameplay is as finely tuned as a grand 
piano. This beats Sim City hands down as far as 
I'm concerned, mainly because you get to kill peo- 
ple- 



fa) DESERT STRIKE 
Electronic Arts 

"Although I like the odd mindless shoot-' em up as 
much as the next man, this stunner from EA is 
rated so highly mainly because there's as much 
brain work as trigger action. Balancing the need 
to conserve your ammo and fuel against sweep- 
ing across the terrain guns-a-blazing elevates 
Desert Strike to classic status and if its chart suc- 
cess is anything to go by, I'm certainly not in the 
minority here." 



"Those Sensible boys just don't know when to 
quit, do they? Not only do they ruin any chance 
of us going more than an hour without sneaking 
over to the Amiga and challenging someone to a 
game of soccer, but they've also ensured that not 
thirty minutes go by without us going aver to the 
Amiga and embarking on one of the most 
playable arcade bloodfests you're likely to come 
across. The gits. " 



(7) HIRED CUNS 
Psygnosis 

"Another RPG, Damn ■ I'll develop hideous acne in 
a minute and start spotting trains. But then 
again, I'm not embarrassed by being a self-con- 
fessed Hired Guns addict - the game is polished to 
perfection in every area and play* like a dream. 
.Its only problem is that its a bit too hard but if 
you fancy a challenge then you can't go wrong 
here." 

(8) SUPERFROG 
Team 17 



(5) SPACE HULK 
Electronic Arts 

"I was hooked on this little beauty ever since we 
received the demo and thankfully the final game 
turned out to be even better. Space Hulk is quite 
possibly the scariest game you'll ever come across 
- it manages to sustain the tension during every 
single second - and the arcade action is coupled 
brilliantly by the strategic requirements needed 
to reach the latter missions." 

(6) FLASHBACK 
US Gold 

"Yes. I apologise. Back in March I proclaimed this 
to be the game of the year and here I am rating it 
as my sixth favourite. Still, this isn't a bad show- 
ing by any means and as far as arcade adventures 
go, Flashback is one of the slickest around. 
Although it is perhaps a bit too sprawling tor its 
own good, the continuity and surprising storyline 
still stand up well a good nine months on." 



«£ <»» 





"A* far as I'm concerned, this Team 17 release is 
quite possibly their best yet. There are hideously 
tricky levels to negotiate but the control method 
is so finely-tuned that if you do end up as a 
Frenchman' 5 dinner then it's through no fault of 
your own. What it lacks in originality it makes up 
for in sheer enjoyment and although some 
wouldn't agree with me I really couldn't care 
less" 



(9) THE SETTLERS 
Blue Byte 

"One of the surprise hits 

of the year. The Settlers 
combines traditional 
Sim' gameplay with 
fantastically cute graph- 
ics. The animation of the 
tiny Settlers is enough 
to make a grown man go ga-ga and, thankfully, 
this is just the icing on an already tasty cake. If 
your the slightest bit hesitant about buying this 
kind of game then The Settlers should be enough 
to convert you." 




(10) GUNSHIP 2000 
MicroProse 
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"I nearly forgot to include this one (sorry Alien 
Breed 2), but on reflection Gunship 2DD0 has 
earned its place in Amiga gaming history by 
virtue of being one of the slickest and most fun 
flight sims available- The 3D game-engine is otrn 
of the fastest around and the mission and ter- 
rain designs constantly keep you on your 
toes. Right smart, and no mistake " 
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ECOMMENDED 




MATT BROUGHTON 

"Having started writ- 
ing for The One back 
in June, this has to 
have been the most 
interesting year for 
me as far as Amiga 
games go The jour- 
ney from humble 
reader to 'man on the 
inside' hasn't been 
easy, but I think I've 
managed okay. 

"Trying to think 
back over the year, the first thing that springs to 
mind is the number of long-awaited sequels that 
we've had. Elite 2, Uridium 2, Alien Breed 2, Zool 
2 and Body Blows Ga tactic all finally made it onto 
the Amiga, and in honesty, I doubt we'll ever 
experience anything quite like Frontier's buzz 
again. (I hope I'm wrong, though). 

"Once again the A12Q0 didn't receive the soft- 
ware it deserved, but with the launch of the mag- 
nificent CD32, perhaps now we'll start to see 
what the Amiga is really capable of. It seems that 
A1200 owners have so far had to make do with 
standard games, slightly tweaked with addition- 
al graphics and sound, on the shelves three or 
four months after the original A500 versions. Per- 
haps now we'll see CD32 and A1200 versions 
being developed together - though I've yet to be 
convinced that the industry will ever use the CD 
format as anything other than just a good way of 
making the same games look and sound more 
juicy. I hope we don't have to start reviewing 
games just for their intro sequences! 

"And 1994? Well, the Amiga is alive and well 
and, from the look of things, in for another year 
of people saying that it's dead. Still, what do they 
know? Merry Christmas," 

(1) THE SETTLERS 
Blue Byte 
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"If there was ever a game bristling with charac- 
ter, it's this darling. I've never been as upset over 
a computer game as when I've had to turn off a 
Settlers game - killing hundreds of innocent 
beings going about their daily business. Apart 
from being a damn fine game. The Settlers has 
given people like you and me the chance to Have 
a living, breathing world inside our Amigas, Just 
brilliant." 



(2) JETSTRIKE 
Rasputin 
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"It wouldn't surprise me if I'm the only person 
that ever goes on about this game, as it's the 
sort that only show;, its brilliance once you've 
given it a lot of time. I particularly like it 
because it reminds us that games are good 



because of gameplay -not just because they look 
sound and are marketed as if they are- Here 
endeth the lesson," 




(3) FURY OF THE FURRIES 
Minds cape 

"A simple game in theory, made brilliant by some 
well thought out graphics, and same excellent 
character injections- This has all the winning 
qualities of Lemmings, but without being 
anything like it - a first in itself. Easy puzrles 
made playable and difficult puzzles made fun. I 
hope we see these guys again soon ■ especially 
the Green one!" 



(4) FRONTIER: 
Gametek 



ELITE 2 




"1993 was without a doubt Frontier year, and the 
incredible number of calls we received only hint- 
ed at just how wetl the game would do. Although 
the final product was spoilt with silly bugs, it still 
has to be credited for its value for money - being 
the sort of game that you could explore forever- 
It's also meant that I've managed to meet an old 
hero of mine, David Braben, not to mention being 
'forced' to play it to write the Player's Guide!" 



(5) FLASHBACK 
Delphin 



"The Settlers may have bulged with character, 
but as far as I'm concerned, nothing can touch 
Flashback in terms of realism and atmosphere. 
For a while, I was Conrad, and ■ did roll, jump and 
shoot at nasty things Whereas most games rely 
on fantasy far their success. Flashback took you 
to a real alternative world ■ and then left you 
there. Incredible V 



(6) CANNON FODDER 
Virgin 

"Out the window with atmosphere and plot, and 
in with sheer fun and exquisite game play. 
Cannon Fodder has all the trademarks of a clas- 
sic, with an excellent variation of an old idea. 
What could be more fun (and less humane) than 
running around killing soldiers and blowing up 
houses? See, you can't think of anything! Nor 
could Sensible Software, and thank Zod for that." 



{7} SYNDICATE 
Bullfrog 

"Back in the world of atmosphere, Syndicate 
scores in a similar way to Flashback, by holding 
the illusion perfectly. Most games fail to hold 
their plot because of flaws in the world around 
it, but wandering around the intrigue-filled cities 
of Syndicate was as good as being there. And, of 
course, my violence award of 1993 goes to the 
flame thrower victims. Toast anyone?" 

(8) 5PACE HULK 
Electronic Arts 

"There aren't many games that have made m* 
physically sweat (in fact I think the last thing 
that did that was the footstep noise in Dungeon 




Master) but Space Hulk did this and more. With 

creepy sound effects and a perfect claustropho- 
bic atmosphere - I really was stuck down a corri- 
dor with two dead mates and a ship full of aliens. 
Panic like never before," 



{9) INDIANA JONES AND 
THE LOST FATE OF 
ATLANTIS (Adventure) 
Lucas Arts 

"As far as I'm concerned, this was best adventure 
on the Amiga in 1993 - and second ever to Legend 
of Kyrandia (Malcolm is just the best!). An excel- 
lent adventure, with some clever ideas, made 
even better by the choice of 'paths', although 
slightly hindered by its speed and disk swapping 
problems. Nonetheless, a classic in Amiga adven- 
turing." 



(10) DUNE 2 
Virgin 



"The sort of game to be played over a number of 
months. Dune Z took strategy and planning to a 
new height. It teases you with the promise of 
new toys as you progress, whilst keeping the 
mixture of action and strategy at a constant 
level- Not the sort of thing you can do justice to 
unless you've got a decent number of hours to 
dedicate to it. Fortunately, I have. Fortunately, I 
did." 
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THE COMPLETE RECOMMENDED 

Here it is ■ every original game reviewed during 1993 (over ISO of them!). It all makes 
for interesting reading, wouldn't you agree? 



JANUARY 

Street Fighter 2 

Indiana Jones 

and the Fate of Atlantis 

KGB 

Krujty'5 Super Funhouse 

Rohnjpwt 

Tearaway Thomas 

Wax works 

TV Sports Boeing 

Alien 3 

Cytron 

UGH I 

Cool World 

Goblitns 2 

Leeds Utd Champions ' 



FEBRUARY 

The Chaos Engine 

Mick Faldo's 

ChampionshipGolf 

Sleepwalker 

flagnaroh: 

Historyline 1914-1918 

Darkseed 

Trolli 

Dalek Attack 

WWF Eumpfjn Rampage 

A vae Harrier Assault 

Oregon's Lair 2 

Euro Soccer 

Joe ft Mac Caveman Ninja 



MARCH 

flashback 

Body Blows 

Lemmings. 2 

Lionheart 

Universal Monsters 

Walker 

fundus 

Cri-Jlur« 5 

"Trjnv.inrtici 

Crystal Kingdom Diriy 



APRIL 

Desert Strike 

Supi'rfrrjg 

Arabian Nights 
Combat Air Patrol 
Chuck Rni k ? 
Prime Mover 
Abandoned Places 2 
Space Crusade: 
The Voyage Beyond 
A-Train 



US Gold 



89% 



US Cold 


H% 


Virgin 


Hh ■ 


Acclaim 


84% 


Ocean 


80% 


Europreif 


76% 


Accolade- 


78% 


Mind scape 


76% 


Atdjim 


74% 


Psygnosis 


72% 


Global 


71% 


Ocean 


«% 


Coktel Vision 


47% 


CDS 


1t% 



Renegade 

Grandstand 
Ocean 
Mirage 
Blue Byte 

Cybtrdrr.ims 

flair 

Admiral 

Ocean 

Domark 
Empire 

Flair 

Elite 



as% 

«b% 
84% 
62% 

61% 
Hd% 

ao% 
6S% 

46% 
41% 
36% 

26=0, 
22% 



US Cold 


91% 


Team 17 


92% 


Psygnosis 


91% 


Thjhon 


»1% 


Ocean 


44% 


Psyunuiii 


BT J r, 


Global 


71% 


Thalamus 


69% 


Silmarils 


67% 


Codemasters 


■Ml 


Electronic Arts 


91% 


Team 1 7 


93% 


Krisalif 


90% 


Psygnosis 


14% 


Core Design 


86% 


Piy gnosis 


78% 


ICE 


77% 


Gremlin 


77% 


Mmti 


75% 



MAY 



B1 7 Flying Fortress 

Beavers 

Nippon Safes Inc. 

Scrabble 

Sink Or Swim 

Championship Manager '93 

Graham Goorh Critket 

Cohort 2 

Tom Landry Strategy Football 



JUNE 



Goal I 

The Lost Vikings 

Worlds, Of Legend 

The Ancient Art of 

War in the Skies 

Moody's World 

Human Race Jurassic Levels. 

Morph 

Super Cauldron 

Fire hawk 

Entity 

International 

Rugby Challenge 



JULY 



Dune Z 

Gunship 2 QUO 

Syndicate 

Ishar 2 

B.A.T. 2 

One Step Beyond 

War In The Gulf 

A3Z0 Airbus U.S.A. 

D-Day 



AUGUST 

Battle isle '93 

Deep Core 

Beastlord 

Campaign 

Galactic Warrior Rats 

Universal Warrior 

Sim Life 

1«H 

Global Gladiators 

Nicky 2 

Whale's Voyage 



SEPTEMBER 

Soccer Kid 
Hired Guns 
Premier Manager 2 
Yo! Joe I 
The Patrician 



MicroProse 64% 

Grandslam 64% 

Global 83% 

US Gold 82% 

Zeppelin Premier 80% 

Dn.rn.irk 80% 

Audinqenk 65% 

Impressions 63% 

Merit 56% 



VI rjin 91% 

Interplay tin 

Mindscape 69% 

Micro prose 79% 

Global Software 79% 

Mirage 78% 

Millennium 77% 

Titus 59% 

Codemasters 59% 

Loridel 53% 

Domark 37% 



V.rgin 90% 

MicruProse 90% 

Electronic Arts BB% 

Silmarils B6% 

UBI Soft B4% 

0<<-.in B3% 

Empire 82% 

Thalion 81% 

US Gold 64% 



Blue Byte 89% 

ICE B1% 

Grandslam BO% 

Empire flQ% 

Alternative 80% 
Zeppelin Platinum 80% 

Mindscape 74% 

Flair 71% 

Virgin 68% 

Mir rn ins 66% 

Flnir 51% 



Krisalis 93% 

Psygnosis 91% 

Gremlin 90% 

Pipy Byte 84% 

Alton BZ% 



Mean Arenas 

Blades Of Destiny 

Diggers 

Blob 

International Open 

Golf Challenge 

Jocky Wilson's Darts 

Fistfighter 

Mapoleonics 

Super Sport Challenge 



OCTOBER 

Space Hulk 

Jurassic Park 

Micro Machines 

Overkill 

Alfred Chicken 

Gearwnrks 

F17 Challenge 

Disposable Hero 

Blastar 

Bob's Bad Day 

Burning Rubber 

European Champions 

Thomas the Tank Engine 2 

Huckleberry Hound 



NOVEMBER 

Frontier; Elite 2 

Beneath A Steel Sky 

Uridium 1 

Brutal Sports Football 

Qwak! 

Wii W Liz 

Overdrive 

Oonkl 

Oscar 

Turrican 3 

Theatre Of Death 

Cardiaxa 

Dogfight 



DECEMBER 

Liberation: Captive 2 

Cannon Fodder 

Alien Breed 2 

Stardust 

The Settlers 

Body Blows Galactic 

Second Samurai 

Wonder Dog 

Star Trek 

Globdule 

Perihelion 

F-117A Stealth Fighter 

Magic Boy 

Kingmaker 
Cyberpunks 
Suburban Commando 



ICE Bl% 

US Gold 73% 

Millennium 70% 

Core Design 67% 

Ocean 51% 

Zepplin Platinum 49% 

Zepplin Platinum 36% 

CCS 23% 

Mkroids 14% 



Electronic Arts 91% 

Ocean 89% 

Cndemasters 89% 

Mindscape 69% 

Mindscape 66% 
Software Business 84% 

Team 17 84% 

Gremlin 83% 

Core Design 81% 

Psygnosis 80% 

Ocean 78% 

Ocean ?■)% 

Alternative £6% 

Alternative 17% 



Gametek 36% 

Virgin 93% 

Renegade 91% 

Millennium 8B% 

Team 17 66% 

Psygnosis 66% 

Team 1 7 13% 

Supervision 80% 

Flair 79% 

Renegade 79% 

Psygnosis 74% 

Team 17 66% 

MicroProse 62% 



Mindscape 94% 

Virgin 33% 

Team 17 91% 

Daje 31% 

Blue Byte 90% 

Team 1 7 87% 

Psygnosis 87% 

Core Design 84% 

Interplay 63% 

Psygnosis 82% 

Psygnosis 82% 

MicroProse 80% 

Empire 79% 

US Gold 67% 

Core Design 53% 

Alternative 45% 
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Hi r David the Editor here. Normally it's Simon the Deputy 
who does the Next Month! page but this issue I've decided to 
take over the reigns. You see, I've been less than happy with 
his performance over the last few months. 

Oh, there's been nothing wrong with his writing - it was 
probably very entertaining, especially if you have the IQ of a 
four-year-old goat. No, the problem lies with his accuracy. 
Basically, he's been lying. And worse, he's been lying to you, 
my beloved readers. 

I've been studying his so-called 'Next Month page' and 
have found it to be full of fallacies, errors and, on occasion, 
sheer made-up rubbish. Take last month, for example. Simon 
(or Sim ski as he decided to rename himself) promised you a 
review of Hero Quest 2 this month, but where is it? Nowhere 
to be seen. 

So now I'm here to put things straight. Obviously it's diffi- 
cult getting the facts right about what's going to appear in 
the next issue so I've decided, after much thought, to tell 
you what was in the last issue. That way I can be sure of giv- 
ing you 100% accurate information. That should put an end 
to the letters of complaint. 

LAST MONTH! 

With David Upchurch. 

If you thought this Xmas special issue was good, you should've seen 
last month's! We had a whole goody beg of excellence waiting for you. 
Just feast your eyes on this 
little lot... 

• HEIMDALL 2! 

Yes! In a complete and utter world exclusive we took the wraps off Core Design's stunning sequel in 
this, the first instalment of a major three-part Work In Progress, the second of which you read this 
month! 

• LIBERATION! 

It's the game they were all talking about! Mindseape unveiled their incredible CD32-only RPG! It was 
a corker! 

• FRONTIER: ELITE 2! 

Maybe, just maybe, we might have reviewed this last issue! Or. then again, it might have been the 
month before. You'll just have to not wait and see, 

• DISKS! DISKS! DISKS! 

Could you believe it? Alien Breed 2, Brian the Lion and Bobs Bad Day were all on last month's incred- 
ible disks! 

Wasn't that a lot better? None of Simon's usual rubbish. If he was doing 
it he'd probably be saying things like "Ooh. we might have an exclusive 
demo of Rise Of The Robots, the brilliant new beat-'em-up from 
AH i rage.** Or "Ummm, there'll probably be a review of Dark mere, the 
long-awaited isometric adventure from Core." Or "Look out for the 
full review of the finished version of Seek & Destroy.'" But you 
didn't get any of that guff from me. 

Ta-ta for now. 



With David Upchurch 

December issue 
was on sale 

28th November 
1993. 

As good now as 
it ever was. 
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...with graphics and some some boppy 

jndtrocks, it's a platform game that just drips class •}•( 



Ffmiga 



• The graphics are itaartf ffcenf, wonderfully drawn 

id wef/ animated ... 

lis is the feesf looking platformer I've played in ages^^ 



Amiga Computing 



Dog wonder or dog meat? It's all in the attitude! 

Travel the galaxy visiting worlds where the 
unexpected is the norm, Seek out and defeat 
the marauding General Von Ruffbone and 

his evil Pitbullies on your own planet, K9. 

The ultimate challenge for any ■ 

streetwise young pup, 
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DESIGN LIMITED 

C&fe Desigi Limihed Tnadewhds House 
69-7^A Ashbourne Road ■ Deriby DE22 3FS 
Tel 0332 297797 Fox 0332 38 1511 
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WHEN THE STREET JUST AINT 
TOUGH ENOUGH... 

GO PLAY IN THE PARK 



IF ITS MOT JU 
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PC COMPATIBLES 
CBM AMIGA 

super mim 
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OCEAN SOFTWARE LIMITED ■ 2 CASTLE STREET ■ CASTLEFIELD ■ MANCHESTER ■ M3 4LZ ■ TELEPHONE: 061 632 6633 ■ FAX: 061 634 0650 



